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DAWN OF REBELLION

- The GALACT‘IO EMPIRE ls at the height of \ts
5 power. With the traitorous JEDI and the corrupt
+ REPUBLIC both gone, this is an era of peace and
~ stability. Seemlngly nothlng can stand in its way.

For many, though, it is an era of growlng oppvesa\on
and fear. Banding together into resistance groups,
‘REBELS . fight back to reclaim the galaxy. Soon

they will face their greatest challonge as the

Emplre prepares to unleash its ultlmate weapon.... i



Vave Filoni is the executive producer and
co-creater of Star Wers Kebels and OVErsee|
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~ PPC VOLI are the storvteller: the vast Imperial Fleet IS at I
s e e ..II;:.H..; and efforts of the Rebellion are yours to gulide
er imasined that a Star Wars RPG would include characters from
o< mv team and | told, but now thanks to Fantasy Flight Games you
the Ghost, wheel and deal with Hondo Ohnaka, or come face to

h Crand Admiral Thrawn.

If | had one piece of advice for you, the storyteller, it would be to do
hings that we have never done before. Push the limits of your creativ-
ity and challenge yourself and your friends. In the Star Wars Universe
the only limit is your imagination: so throw the heroes into impossible
situations, make the villains more terrible and unpredictable than ones
that have come before them. Just try not to get the Ghost blown up—it
would make the crew here on Rebels pretty sad. But if you do destroy
the Ghost, make sure it goes down fighting; Hera wouldn't have it any
other way.

The Force will be with you, always,

Al
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an be used with any of the Star Wars Role-
wing game lines (Epce oF THE EMPIRE, AGE OF REBELLION,
nd Force AND DESTINY], and, as such, contains some existing
es and other 0 S n all three games
. This introductory section includes
Xy during this era and is intend-
that follow. Game Masters may
this section if they are
3, as it will give them a better feel for
ivations. Information touching on the
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for b understanding how the heroes
s unrelenting control.
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the first chapter of this book, presents
cafions that were pivotal during this era.
ing their heroes' origin stories
Wis . g ctions. Game Masters may wish
draw upor MPCs introduced in this section for incorpo-
s, Many of these locations include
[l —short, self-contained encounters
n into ongoing campaigns. Each
s that the PCs can enter the encounter
ts can be used to offer additional twists
s. GMs can use modular encounters to
ew settings and the NPCs located there in this
nd. if desired, use them to launch new adventures
s riew ideas for character progression.
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sev had during this era, as full, definitive
ond the scope of Dawn oF REBELLION
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timeframes, character situations
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FORCE DICE

ﬂ s was done in Force AND DesTiny, this book uses

the @ symbol for Force points instead of @ or

O. This allows Force users to draw on either side

of the Force, possibly gaining strain in the process,

and serves to clarify the difference between the

symbols on the Force die @ and the Force points
those symbols generate.

Campaigns might thoroughly explore only one of the loca
tions in this section, or they could travel freely between them
and others. Depending upon a game group's focus, the GM
might wish to direct players to read only a specific subset of
the information presented here, lest they uncover secrets or
spend too much time on less relevant information.

Organizations, the book's second chapter. focuses on
various organizations that played vital parts in the early
stages of the Galactic Civil War, and is largely intended for
Game Masters. These include groups devoted to overthrow-
ing the Empire as well as those dedicated to preserving its
control. Components of the growing Rebellion can serve as
examples and as sources of allied NPCs, while other insur-
gents can be potential allies or competitors. Organizations
operating directly under Imperial authority represent foes or
even targets for a resistance cell. Some GMs might wish to
share a portion of this information with players, but players
should await GM direction before reading it in depth, lest
they spoil a surprise.

The third chapter, Player Options, provides a variety of
resources for creating characters from this era. Four new play-
able species—all seen in Rogue One: A Star Wars Story—and
six universal specializations open the chapter. These grant
players access to new development paths and a range of dif-
ferent special abilities, all particularly suited to the dawn of
the Galactic Civil War. This chapter also introduces new weap-
ons, droids, and vehicles that complement the era. Of course,
while players may utilize much of this equipment, the GM's
Imperial NPCs are likely to have more convenient access.

Game Master Support, the final chapter, offers advice
for the GM on running a campaign during this period. The
initial section presents a method for designing a campaign
that exploits an episodic format, similar to the one used
in a season of a television series. Working with the group’s
players, a GM can make use of this approach to integrate
a storyline and its heroes so that both develop in a com
plementary fashion. This chapter also includes a section
devoted to the development of a campaign’s key antagonist
A recognizable and recurring foe can offer a more visceral
opponerit for the heroes to focus their righteous fury on. The
hook concludes with advice lor designing the leaders of a
rebel cell, Such characters can be instrumental n directing
the heroes toward missions as well as by providing access 1o
key equipment and additional allies.




THE STATE OF THE GALAXY

L is a dark time for the galaxy The Galactic Empire is Secure
I apable ol discriminating freely against any
s that displeases 1t The Imperial
Yalpatine’s appointment at the
time of the Empire’s formation Since then, it has become
the only legitimate volee of reason remaining in light of the
Empire’s overreach. Its members, though, must temper their
outrage lest the Emperor cut them off from any role in policy
and governing. He has indeed fulfilled its initial mandate Lo
significantly increase order and security across its member
worlds, but this has had a price. The burgeoning size ol the
Imperial military as well as the ominous presence of the Impe-
rial Security Bureau (ISB) has led to a significant increase in
mistrust. Increased security has mostly benefited the rich
and powerful, and has led to @ corresponding l0ss of personal
freedoms and an increase in taxation for the rest. These have
not impacted the majority of its populace, and, while many
might grumble over the Empire, Lhere are few who actively
resist it. This small number is growing every day during this
era, though, as the true nature of the Empire becomes clear-
er and more of its citizens understand what must be done.

PATRIOTISM

The Empire’s success can be attributed in part to the patrio-
tism it has instilled in so many of its members, Propaganda
and indoctrination have been critical to its rise and contin-
ued success. Most members of the Imperial Senate initially
approved of Emperor Palpatine and endorsed his actions on
their homeworlds, At the advice of their trusted represen-
tatives and under a constant media blitz, citizens accepted
_-h_grqensom:ei taxes and the loss of freedoms because they
?belre hese changes wi ssary. The Empire arose

in its power, €
group, Individual, or syste
Senate endorsed Emperor

MILITARY MIGHT

Prior to the Clone Wars, the Republi did not have |ts own

military. Member systems maintained their own forces, which

could be assembled on an ad hoc pasis. Alter defeating the
Geparatist Alliance and dissolving the Jedi Order, Palpatine
and the Senate were easily able 10 justily maintaining a
strong military, The Army and Navy of the Republic trap.
sitioned into the Imperial Army and Imperial Navy. In short
order, existing gear and equiprnent were replaced with new

or items produced on favared Imperial worlds and through
favored corporations, Production of vehicles, weapons, and
starfighters has led to selective econofmic booms, while the
taxes and labor these require have disrupted other systems,

While its resources are vast, the Impenal military has
faced only limited opposition. At the least hint of resistance,
Imperial units are dispatched to act with overwhelming force,
However, although Imperial soldiers are well equipped, well
trained. and well disciplined, they have only limited experi-
ence facing comparable military forces. Their effectiveness
often depends upon numerical superiority over their foes,

The costs of maintaining the Imperial military and sup-
porting its recurring demonstrations of power have fostered
resentment across the galaxy. As the Clone Wars becorne
a memory, people have begun lo recognize stormtroopers
as oppressors instead of a necessary security force. Taxes
and obligatory tithes to support the ever-expanding military
have become a more immediate problem than any fear of
secession by a distant system. The Imperials have been find-
ing shows of force increasingly necessary to complement the
propaganda that has been keeping member systems in line.
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LIFE UNDER THE GALACTIC EMPIRE

I mperial citizens have very different expenences under the
Empire’s reign. Their treatment is largely dependent upon
their species, their economic status, and their location within
the galaxy. In general, those who dwell closer to the Core
enjoy better security as well as greater economic privilege
and support, while those nearer the periphery bear a larger
burden of the work required to support its infrastructure.
Within the Imperial military, humans receive more favorable
consideration, while non-human species suffer discrimination,
Most families and organizations who were prosperotis under
the Republic continue to live comfortably, while those who
struggled have seen even less opportunity for advancement.

Unsurprisingly, many favored individuals and organiza-
tions have remained loyal to the Imperial establishment.
Those who enjoy tremendous benefits from the Empire have
had little need to feign their patriotism. In large part, they are
devoted to the organization that has enabled them to con-
tinue living in comfort and protected them from worrisome
threats such as violence or disorder. They have enthusias-
tically endorsed the Emperor's every whim while accepting
the luxuries funneled to them. The scope of these luxuries
has been tremendous, ranging from minor conveniences to
life-altering transformations.

In contrast, populations that suffer under the Imperial
lash long for a change. While many remember the hardships
endured during the Clone Wars or the ‘perceived weakness
of the Republic, they also recall the relative prosperity of

thOSEeaﬂIGI“ yearsNa mat[e[‘ hG‘W much pmpaganda the

" times persevere.

effectively coordinate any new orders placed by Imperial
Navy officers. He is proud Lo know that his work has contrip-
uted to the Imperial Navy's success

While his decisions and responsibilities have repercis.
sions in factories across the galaxy, Firn has had little need tq
travel offworld. He depends upon Imperial communications
systems to deliver his directives to factories in hundreds of
different systems. Countless workers in those systems quick-
ly implement his directives, transferring materials and go0ds
to produce the starfighters the Imperial Navy requires. Firn
receives timely reporls about production levels and is quick
to act to make necessary adjustments. His skills play a sig-
nificant part in ensuring that Sienar's starfighter production
levels meet the Navy's needs.

In exchange for his loyal (and effective) service, the executive
i lavishly compensated, His primary residence is 3 Sprawl-
ing complex that extends across three floors of an ENOrmous
tower that pierces Coruscant’s atmosphere. The condomini.
um has a beautiful view across the planet's cityscape, though
the windows can also be adjusted to show landscapes from
nearly any Imperial world. A veritable army of droids is at
his beck and call to fulfill his every whim for personal conve-
niences and luxuries. Firn's children have enjoyed high-guality
educations at Imperial facilities, where they have received 3
solid academic grounding and thorough Imperial indoctring-
tion. The HoloNet provides a constant feed of entertainment
options, including propaganda-filled news updates.
‘The executive and his family have the herewithal and the
across the galaxy for business or plea-




The Clone Wars were bad for Tug"

r g's business. Trade
embargoes and unpredictable conflicts meant she had to
alter her routes, change her cargoes, and risk attacks. The
latter days l?ec?me even scarier as desperate residents of
the Outer Rim increasingly turned to piracy.

. Initially, the rise of the Empire seemed like a boon. Secu-
rity, especially in the Core Worlds, increased substantially.
The number of pirate encounters decreased, and she‘§
heard tales that those who had survived encounters with
the Imperial Navy now spend what's left of their miserable
lives at the Wobani Labor Camp and the like. Her trading
missions have gained stability, such that Tug has to worry
far less about volatility in the value of her cargoes.

However, significant taxes, tariffs, and docking fees have
arisen. This has been particularly true in the Core Worlds,
and those costs have cut the vessel's profits to the bone.
On several occasions, after the sale of its cargo, Verdant
Dawn has departed systems with only partially filled cargo
vaults, the funds from the sale having been used to pay
taxes instead of going toward the purchase of fresh goods.

Security inspections have also increased—particularly in
the Outer Rim, where these were previously rare or practi-
cally nonexistent. Inspections not only take time, but also
incur other penalties. Some of the inspectors are dishonest
and expect bribes for their services. When Suhlarla refuses
to pay them, the Dawn's cargo handling is delayed, as is its
fueling. A few times she’s also had gangs attack her crew
while in port, and she is almost certain they were under
orders from the inspectors.

Ultimately, Suhlarla prefers the stability of the Galactic
Empire to the risks of the Clone Wars. However, she won-
ders whether the galaxy might ever return to a simpler time
of peace and shared prosperity. She dislikes making hard
decisions for the sake of her business, and she has begun
to consider whether Verdant Dawn might need to work a dif-
ferent trade route. She hopes that the fees and delays might
be less severe in another part of the Empire, but she also.

fears things might be just as bad or even worse no mattel

where she goes.

PERIPHERAL STRUGGLES

Dicsato Smi runs a corner market i Province
Ryloth. He deals primarily in pmduc“;. T;:‘ed R,
a limited selection of prepared foods. He also dabbles in
banr!ed pharmaceuticals, particularly ones that have been
conf_sndered traditional medicines. Most of his wares are
subject to spoilage, so he depends upon steady custom-
ers and a high turnover of goods. He also needs to have
rggular suppliers—if he did not have fresh foods to put on
his shelves each day, his shop would have nothing to sell.
During the Clone Wars, Smi struggled to keep his shop
stocked and his customers satisfied. Even with the planet
at war, though, people still needed to eat. He had fewer
suppliers and a more narrow range of products. but he
managed to keep his shop in business. Smi did have to tum
to a few less-than-legitimate suppliers, but they proved
reliable, which was more important than strict legality in
the face of starvation. Some suppliers were able to provide
goods that the government frowned upon. as law enforce-
ment was largely otherwise occupied during the war.

When the war ended, Ryloth became an imperial Protec-
torate. Smi hoped that trade would stabilize and he would
once more have steady suppliers and customers for his
shop. However, the promised security and stability never
appeared. Ryloth has been subject to extreme rationing
under the Galactic Empire. Goods are imported in very i
ited quantities, and much of the world's food production
is tithed to other systems. Many Twileks have been taken
into slavery—some for the Empire and others for criminal
cartels—and shipped to other systems. Not only has Smi
lost suppliers, but he has also lost customers.

In addition to these new problems, Smi's taxes on the
goods he buys and sells have increased tenfold. The lpe-
rial soldiers who ostensibly provide him with protection
take liberal quantities of *samples” from his shop. When
he complained, his shop Was inspected and fed, o
ing that he might be taken into slavery, Smi has had e
choice but to expand his connections With it supplievs
and begin secretly selling more and more forbiddn goods
to those who have little pespect for mpeviat anthorty,
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he birth of the Galactic Empire was marked with great
celebrations en many worlds. Citizens weary of conflict,
fearful of the mysterious Jedi, and angry at the corrupt
Republic rejoiced to return to orderly and free life. With the
destructive Clone Wars oVer, surely the galaxy would once
again move forward in peace and prosperity.
en the case. While the rich and powerful

This has not be
more rich and powerful,

on Core Worlds have grown even _
residents on other planets have seen growing repression,

violence, and brutality. To speak out against the Empire is
to invite stormtrooper-led reprisals or worse. At least one
world has seen its native population eradicated for defying

Imperial rule. Such atrocities have not stopped resistance

strongholds from taking root on planets across the galaxy.
Even on the most loyal of worlds signs exist of spreading
resistance efforts and thelr struggles against the Emplre,

The power that we are dealing with here is immeasurable.”

— Orsan Krennic

This chapter provides players and Game Masters infor-
mation on many such locatiens, all of which are associated
with the growing resistance that will soon become an out-
right civil war. It features places such as doomed Alderaan,
barren Atollon along with Chopper Base, the haunted
world of Dathomir, holy Jedha, rebellious Lothal, the secre-
tive Ring of Kafrene, and dread Malachor. It also covers
the Death Star itself, along with the se cretive planet Scarif
where much of the final construction‘and testing of the
battle station has been taking place. b -

Game Masters gain new important and m
Jrincess Leia Organa to Director
When players visit these areas. M
so Include modular encounters. THeS®
ned adventures can be integrated into oNngo
hs or serve as the spark to launch new ones,




Orbital Metrics: 364 days per
year / 18 hours per day
. Population: 2 billion (humans .
95%, other 5%) = o
Languages: Basic .« '
Tervain: forest, plains
" Major Cities: Aldera (capital),
Crevasse City
Areas of Interest: Mountain
Palace, Crevasse City
qur‘. Exports: wine, art, and
other luxury goods
Major Imports: assorted manufac-
tured goods, electronics
h&ekoutes:(:'omn'&-ﬁqrﬂun
Special Conditions: none

Background: As one of the'most prominent Core
- Worlds for thousands of years, Alderaan has long

been honored as a place of culture, higher learning, and

the arts. Beings from harsher worlds might regard it as a

paradise, given its comfortable climate, dramatic mountain . -

ranges, wide-ranging plains, and picturesque landscapes.
While the world cannot faultlessly live up to all of the acco-
lades bestowed upon it, the planet and its people certainly
. Seeim to aspire to their reputations. R i :
“Alderaan’s Republic and Imperial Senators have served
their constituents here and across their sector well and

have fought for the.betterment of beings throughout the

galaxy. The world has a prominent royal family, in keeping
with long tradition, but it is actually governed as a democ-
racy. Even so, the nobility often hold prominent positions

within the government, and their influence extends into

public, economic, and social matters.

Since the Clone Wars and the rise of the Empire, Alder-
aan's government has officially .promoted and pursued
peaceful solutions. These pacifist ideals extend to an out-

- ward refusal to arm itself or employ a massive military.
This position gives Alderaan’s government and Imperial
Senators cover for. pushing back against Imperial edicts

while still claiming loyalty to the Empire and avoiding a '

military crackdown. -

Alderaan’s cities and towns are spread across the planet
The nobility, other powerful individuals, and large corpora:
tions often keep impressive residences and estates high i
t_he world's dramatic mountain ranges. The best knov%n s
likely House Organa’s Mountain Palace, which serve .
both a home and a political meeting center. e
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the Republic, if not before that era’s ancient establishment.
While the world has been largely populated by humans, its

Alderaan’s history stretches far back to the éarly days of

earliest inhabitants are shrouded in the mysteries of time

'I'he day Chancellor Palpatine established the
Empire, Senator Bail Organa Alderaan
became its secret foe. Organa had served the
doomed Republic faithfully and visibly. This reps-
tation helped him successfully establish himself
as an apparent supporter of the Empire. While ke
did what he could to mitigate Imperial domination
in the new Imperial Senate, he used his position
and power to covertly and directly move against
the Imperials. Alderaan became his hub, concealed
under the guise of pacifism. Organa used Alderaans
official and unofficial resources wherever possible
He and his compatriots pushed back against the
Empire publicly as far as they could, and broke the
rules privately whenever they could get away Wt
it. Despite all their precautions, Bail's agents hawe
ot completely escaped Imperial notice, setting ¥
3N ongoing cold war between Imperial and A"
aanian officials. di -
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t the Empire

HISTORY

s widely held that Alderaan’s habitation predates the
yf the Republic, and perhaps even the dawn
an population. As with all long-standing worlds of
Republic, its history is a mixture of legend, accu
rate stories, wild tales, and obscured knowledge. Though the
Republic typically helped worlds maintain accurate records,
eroding values and corruption made It susceptible to manipu-
\ation. even when archiving accounts of Alderaan’s legendary
high culture, The Empire, of course, has no compunctions
against altering records 1o fit its narrative. though even it
must tread lightly with regard to well-known public events.

ot st

Alderaan’s political position and reputation traditionally
keeps it at the forefront of galactic politics: At home, Alder-
aanians strive to protect their planet from exploitation and
destructive policies. They tend to build their cities and urban
areas in ways that preserve the world's ecology. Mountain
cities, towns in canyon crevasses, and settlements mount-
ed on stilts over Alderaan’s picturesque waters are a few
examples of such efforts. Alderaan certainly has its share of
industry and urbanization; it just takes more care in its devel-
opment and planning than do most other worlds.

During the Clone Wars, Senator Bail Organa and the
Alderaanian leadership were firmly allied with the Republic
as Loyalists. However, their desire to defeat the Separatists
and end the war did not blind them to the growing powers
of Chancellor Palpatine. During the fighting, Alderaan also
played an important role in easing the suffering of those
caught in combat zones and of refugees fleeing the same.

Palpatine’s establishment of the Empire was not the out-
come that Alderaan’s people or leadership expected or

desired. Imperial power and the massive Imperial military
meaznt the Alderaanians had little choice but to accept:

grim new reality. The planet now fights to keep its culture
and values intact amid escalating Imperial cruelty and.
exploitation. Pulicly, Alderaan fosters the belief that it
was so horrified by the brutal Clone Wars that it has largely
demilitarized. Peaceful negotiation and public discussion
are promoted as a more civilized way forward. These effor_t‘s..
have made the planet appear to be less of a threat o Impe-

rial power,

PEOPLE AND CULTURE

Ich OF the populace has also adopted the pacifist

1deals and policies pr

ed here, Those eager to directly
Y5 Lo use their talents, whether as

ppose the Empire find
part of diplomatic efforts or by joining the Rebellion

Most Alderaanians support the nobility despite Imperial
efforts to discredit it. In the Senate, Bail Organa
has vowed to keep battling against the grow-
ing Imperial abuses
elsewhere in the gal
axy, while promoting
pacifist policies at
home. While these

policies undoubtedly L ‘
help Alderaan avoid . L
‘_ﬂ__‘__. .;; i

harsh treatment by
the Empire, they also
provide convenient
cover for Organa's
real aim—the fall of

the Empire. h’:
Alderaan's people ':‘-UD'JM ‘;"

ported the youn

Empire at every O:g
skillfully wields he
tise 1o aid and &



PRINCESS LEIA ORGANA [NEMESIS]

The Alderaanian princess is already well known to be as out

spoken and politically savwy as her famaous father Although
she {5 very voung to hold a position of power as great as
that of an Imperial Senator, she has had a lifetime of train

ing for the role. She embodies all of Alderaan's values and
strengths, along with Bail Organa’s political skill and desire
to bring an end to the Emperor and Empire. She actively
uses her diplomatic status and travel opportunities as cover
1o supporl resistance activities, whether for recruitment,
acquisition of supplies, delivery of information, or even Lo
personally join a fight when necessary

Skills: Charm 2. Coercion 1, Cool 2, Deception 3, Discipline
1. Knowledge (Core Worlds) 3, Knowledge (Education) 3.
Knowledge (Underworld) 1, Leadership 2, Melee 1, Negotia-
tion 3, Perception 3, Ranged (Light) 2, Streetwise 1.
Talents: Adversary 1 [upgrade difficulty of all combat checks
against this target once). Convincing Demeanor 1 (remove Il
from any Deception or Skulduggery checks), Force Rating 1,
Intimidating 1 [may suffer 1 strain to downgrade difficulty
of Coercion checks once or upgrade difficulty of Coercion
checks made against this target once), Nobody's Fool 2
(upgrade difficulty of all Charm, Coercion, and Deception
checks targeting Princess Leia twice).

Abilities: Take Charge (when making a skill check, Princess
Leia may spend £} £} to let one ally within medium range
immediately performa ‘maneuver as an out-of-turn incidental.
spend ¢;.to Iet alJ alltes w:thm medlum range per-

hosting the world's government, the city 15 alvo homa ¥, i
=W e

renowned University of Alderaan. Theuniversity s but oz
G
the many academic, medical, and research institutione i A
5 thiag
attract students and experts [rom across the palax ¥ .

Aldera has skilled security torces. Its officers

‘”Ih,(,.'.
non-ethal law enforcement techniques, thotgh, adding

Alderaan's reputation a peaceful world. Troublesome Visiter
are not tolerated long, and exceptionally dilficult H‘fhfr’,,p
ers are either detained or escorted from the planer. wri,
this demonstrates Alderaan’s pacifist ideals, it also mape.
for good cover for secretly escorting craft belonging to re .
tance groups. from the surface without attracting :
attention [rom Imperial forces.

undue

MOUNTAIN PALACE

Mountain retreats and palaces have long served as st
symbols and defensible holdouts for Alderaan's royaity an,
wealthy citizens. Often built high in the dramatic mouni
ranges, the palaces cannot typically be reached quickly or
gasily via ground travel. While the world is home to fMany
such estates, House Organa’s is regarded as the quintessen
tial Mountain Palace.

The Mountain Palace serves as Organa's residence, bass
of operations, and political center. During the Clone Wars
representatives from across the galaxy traveled there Ec;
attend conferences and engage in negotiations concerning
the refugee crisis and a multitude of lesser but still impor.
tant issues. Now, the palace naturally serves as a top secret
meeting place for rebel leaders and sympathizers. Security
is paramount, and not everyone living or employed on the
estate is in the know.

CREVASSE CITY

Crevasse City is the first and largest of Alderaan’s canyon
cities. It is built right into the rock walls of a massive can-
‘yon, concealing everything from dwellings to heavy industry
underground. Its unusual structure and picturesque land-

r_.zcape make it a popular tourist spot, complete with fine
‘hotels
relying instea _..nn.Aﬁdem’s.faahuﬁ

Crevasse City has no starport of its own.
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ROYAL INSPECTION/ _ " .
alnd anotner . It the 3 0 fin

SURPRISE INSPECTION . - e e

for prever NISSIC rews. The PCs

Bail O I 4 that the Cargo Sky and Cargo Com- .'<I=61\-I i they |0l 2 run the Imperial

blockade at Ibaar. If they b tion far the

class medium transports, be loaded
pplies for the world of Ibaar, which'is under 5B, :.hg_v mighEledg LciE e
.| blockade. On Ibaar, workers struggle to meet ris- through Sanctuary Coast or offworid
nvhile the Empire doles out resources that have
reduced as punishment for having pursued
aid. What few resources there are function as incentive
ork. Organa is also sending some old military-grade
to give the sympathizers additional warning
=n Imperial patrols near their distribution centers.
Princess Leia is secretly overseeing the loading
upplies in the chaotic Sanctuary Coast
Star All the supplies are keptina warehouse
adjacent to the landing bay holding the ships. Prin-
re<s | eia is hidden behind large cargo containers,
cting the concealment of the sensors under
food packages, when Six |mperial Customs
and I1SB agents appear both at the landing bay.
snd the warehouse, The agents demand all
relevant licenses and manifests, as well as iden-
tification from everyone in these locations. The:
soents strongly suspect what is truly golng .~
- znd would normally be making arrasts,
st Ball Organa’s clout and station pre-._.
seat this without definitve proof, '
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ATOLLON
Astronavigation. Data:  Atofion
Territories )
Orbital Metrics: 505 days per
year / 20.5 howrs per day

. Government: none e
7m.m1;:‘;m4ﬁl
Languages; Basic .
TYerrain: desert, mesas, coral

formations _

Major Cities: none

Areas of Interest: Chopper
Base, Bendu's valley, krykna hives
Major Exports: none

Major Imports: technology, food-
stuffs, starships, weaponry

Trade Routes: secret Phoenix Cell route N
Special Conditions: hot, dry surface climate -

: A desolate desert world in the
Outer Rim, Atollon lies in an uncharted region of the

Lothal sector. City-sized mesas topped with coral forma- -

tions several kilometers tall break up its otherwise endless
sandscape. While the climate is uncomfortably arid, the
atmosphere is breathable by most humanold species, and
mesa springwater Is just below the surface.

Despite Atollon's ability to support life, it has had no
recorded surveys or settlements. Instead, creatures like
the gruesome, spiderlike krykna and'the snail-shaped dok-
ma they prey upon thrive across the planet. The coral is

also alive, feeding on the mineral- and microbe-rich mesa.

springwater. Convo_rees roam Atollon as well, ‘and - while
the owl-like creatures are certainly not native to the desert
planet, they too have found a way to survive. .

The Phoenix Cell of the growing resistance movement '

recently came to Atollon to found a base of operations.
Situated atop what Phoenix Cell's resistance fighters call
the Coral Mesa, Chopper Base provides an unobstructed
view all the way to the horizon line. While most of the cell's
members still bunk on a ship in their fleet, many have
transferred to Chopper Base. Others take a shuttle dirtside

during off hours to get fresh air into their lungs and sand’

under their boots for a bit in order to stave off cabin fever;

Iniﬁal surveys of the Lothal se
nearby Atollon system, but |
and dearth of interesting pl:

the planet, however. In addition, the Lz hn
nificance to stellar constellations, encoded stellar
information into their weaponry. The Lasat called
the system’s star “Ashbo,” a word that roughly
translates to “steady” or “balanced.” Lasat follow-
ing the old ways used Ashbo’s constant position in
Lasan’s night sky to navigate by bo-rifle. '
While AP-5 of Phoenix Cell blazed a new hyper-
space route to Atollon and it was made into @
new base, the passage is a closely guarded secret.
Homver,achamcterwhohasmetdoﬁu&tg )
attempt a hyperspace jump with a Hard (O OO}
Astrogation check, with [] added because the
route has been neither secured nor cleared. Once
the route is mapped, decrease the difficulty of the
check once, or twice if the party acquires the secret
route from Phoenix Cell.
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ato leads Phoenix Cell, an element
tance movement created in part by
ail Organa, Sato commands his fleet

rs from the Quasar Fire—class light
h carries Phoenix Squadron, a group
e pilots. Commander Sato has also allied
“aptain Hera Syndulla of the Ghost. Her crew
ral elite operatives willing to take on the most
ssignments, This partnership has been a boon to
attracting talents like the former clone trooper
r Rex and ex-Imperial cadet Wedge Antilles. The

ebe Atollon are loyal, professional, and determined to
make a difference in the fight against the tyrannical Empire.

POINTS OF INTEREST

The sandy surface of Atolion, though largely uninhabited,
features imposing mesas that support forests of massive
coral formations housing a number of life forms.

CORAL MESA

Coral Mesa is one of the larger mesas on Atolion, stretch-
ing several kilometers into the air, with a broad, flat surface
1zrge encugh to support an entire City All across the mesa,
gigantic coral formations grow, drawing on underground
springs for sustenance. The complex configurations offer an
Zmost imitless foundation from which to expand Chopper
Bawe onlo ad:m.gnai branches or to other coral growths, ]
gesced. o 1o support new landing pads or storage facilities

PHOENIX COMMAND

F rom Chopper Base, Phoenix Cell launches a vari-
ety of resistance missions, each watched closely
by Commander Sato from his Atollon command
center or the bridge of his flagship. The base is crit-
ical to the massing and maintenance of his growing
fleet, and secrecy is its most important asset. To
provide early warning in the event of discovery,
Phoenix Cell undertakes near-constant patrols of
the system, as well as recon missions of systems on
the nearest hyperlanes.

Of course, these rebels can't succeed on defense
alone. Commander Sato frequently deploys Phoe-
nix Squadron, the Ghost, and other capital ships
on daring raids against Imperial targets through-
out the sector. The raids might capture desperately
needed supplies, or merely destroy them in an act
of asset denial. Thrill-seekers among Phoenix Cell
operatives accept dangerous missions of undercov-
er infiltration, prison breaks, and shipjackings, too.
These high-risk, high-reward missions are anath-
ema to Commander Sato, who favors less dicey
strategies, but Captain Syndulla and her some-
times-reckless crew have influenced Sato more
than he'd like to admit.

CHOPPER BASE

The scouts of Phoenix Cell selected
larger coral formations in the cente
headquarters. The branch is nearly
long and almost as wide. The coral is
the immense weight of multiple stars t
shaded from the punishing heat by a higher tier of branches

Chopper Base was constructed from salvage and loot tak-
en from a stolen Imperial cargo transport. The base’s main
feature is a series of landing pads needed for maintaining
the fleet. Phoenix Cell engineers used empty cargo contain-
ers obtained from the stolen freighter to rig up a command
center and other support facilities near the coral formation’s
central stalk. While krykna attacks were an early obstacle for
the newly stationed personnel, several of the stolen contain
ers had sensor markers that seemed to deter the krykna. The
cell members eventually erected a series of sensor markers
that act as a fence around the mesa to provide early warning
and keep the spider-like creatures at bay

The base now houses many dozens of personnel at any
given time. Its numbers fluctuate frequently as new recruils
are found, members are lost in missions against the Empirs
and supply ships fly in and out. It also hosts a wide range
of support personnel such as the logistcs drod AR5, plus
several landspeeders to venture outside the Base and seau
lor Imperial detection efforts
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d welded makeshift 5T
C center to form
r workst ns. They converted other contain-
for private workstations, offices, and briefing
S wf Commander Sato plans and over-
, patrols, and other missions launched

LANDING PADS

ads consume most of the available space on
s large coral branch. Here, Phoenix Cell tech-
S conduct repairs too dangerous to perform in orbit,
iembers stretch their legs and replenish ship
he outermost pad, known as the repair pad, often
ports one of the fleet's Corellian corvettes as well as two
rt A-wing interceptors. The second landing pad sits fur-
r back, adjacent to the command center. Smaller than
the repair pad, the command pad can support up to two
sfips around one hundred meters long, although the Ghost
takes up a large space on the pad.

SUPPLY DEPOTS

Some of the most vital locations at Chopper Base are perhaps
the most overlooked. These are the precious supply depots,
ranging from pallets of munitions anu rations to storage and
Cargo bays. Here members of the cell can find proton torpe-
does, biaster recharges, thermal detonators, ion mines, and
Mmore 10 support missions. As the base is loath to dispose of
2y Camaged or antiquated technology, given the lack of ade-
quate replenishment support, much space is also allocated
to housing faulty engines, fried computer consoles, and more
anail the attentions of mechanics with some spare time,
e s even a stolen shield generator awaiting final assembly
na testing, powerful enough 1o protect the entire base,
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WThough few venture into these areas unless in need
of replacement weapons or rations for the next meal. the,
are the most cherished part of the base to AP-5. Sadly fo
the droid, however, gaining any support for proper inventory
efforts at the base is a never-ending source of frustration

KRYKNA HIVES

Beneath the surface of the rocky mesas of Atollon. Krykna
spiders excavate tunnels to access subterranean springs.
Some of these tunnels have turned into sprawling hive war
rens as Krykna communities have grown. The high-ceil
tunnels are often uneven, with pitted recesses and sh
branching in every conceivable direction. Some of the tun
nels even lead directly into the coral formations.

One particularly complex Krykna hive exists near a va
ley where Bendu resides. Here, a winding series of caverns
leads to a central sleeping area. The deepest, darkest cham
bers store live food, either wrapped in webbing or simp
clutched in the legs of a sleeping spider. Hatching chambers
sentry-post alcoves, and water access occupy other cave
chambers throughout the hive.

FRESHWATER SPRINEG:

Deep beneath Atollon’s surface, subterranean waters i
once may have covered the world lie trapped
sand-cloaked rock, When conditions are right. Unergrav
Mmagma heats the water to boiling, forcing it toward I
surface via the path of least resistance, often the sedine
tary rock of the mesas. As such, many of the mesas
hot-spring caverns just beneath the surface The ©
emptying of such chambers is critical to life on Atfion, 1%
chambers support the krykna, the dokma, and the cors’ s
thelr mineral-rich waters

e




endu is a mysterious entity that claims

B'between the light and dark sides of them‘:'th(:”r::e.!?t
wh:c_h he refers to as the Ashla and the Bogan.
He is a gargantuan figure, easily ten meters tall,
clothed in coral armor that blends into the land-
scape. While he is vaguely humanoid, his broad,
flat nose; horizontally extended ears; and long
orange beard are decidedly non-human. It is possi-
ble he can transform into even more powerful forms
of elemental power. The creatures of Atollon seem
to obey Bendu'’s will, though whether due to control
or cooperation, no one can be certain.

Seventeen years after the end of the Clone Wars,
Bendu revealed himself to Kanan Jarrus, claiming
the would-be Jedi's internal conflict had roused
him from a long slumber. He was able to call out to
Kanan through the Force, luring the Jedi to a small
amphitheater on a nearby mesa. Little is known
about Bendu, but he is strong in the Force, and
seems able to influence Jedi as easily as krykna.
His motives are his own, but the Force users of
Phoenix Cell have grown to trust him.

Bendu is more a narrative device than a standard
NPC, and thus he doesn’t have a regular profile.
For PCs on Atollon, he can serve as a wonderful
source of atmosphere and wisdom. He shouldn’t
offer solutions, but instead nudge PCs in the right
direction. GMs are encouraged to use Bendu spar-
ingly, though, so as to not diminish his mystery. He
should be available to Force users, but perhaps not
‘every time they seek him out. Bendu can provide
[ tic hints as to future developments (perhaps of
) gns to come), offer guidance on using the
those seeking it, or even help PCs discover
wn sensitivity to the Force.

BENDU’'S VALLEY

ZEB'S HIDEOUT

\ members of
ell le > hard w sturb Zeb
when he's relaxing, unless it" ‘
closest friends dare to interrupt a nap or sur




AP-5 [RIVAL]
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KRYKNA [MINION]
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Krykna thrive and lay e

the massive racky cora /

They only venture out to search for food, \.uh\lallnh { -
tish dokma snails, though the krykna are willing to dine on
anvthing that stinks of fear, Far from invinc na have
an intense aversion to the radiation emitted standard
sensor markers, allowing base personnel to erect an invisible
barricade that keeps them out.

Skills (group only): Athletics, Brawl, Perception. Vigilance.
Talents: None,

Abilities: Electromagnetic Sensitivity (krykna spiders must
retreat to short range or father from active sensor markers),
Empathic Aggressnon {(krykna |gnore targets who make an

Skills (group only): Charm. Perception, Survival, Vigilance.
Talents: None

Abilities: Defensive Shell (as a maneuver, may fully tuck
into its shell, adding + 1 defense but preventing the creature
from moving until it spends another maneuver Lo re-emerge).
Equipment: Dokma shell (+2 soak, + 1 defense).

CONVOR [RIVAL]

Small flying creatures found throughout the galaxy, con-

vorees have large. wise eyes, which has spawned numerous

superstitions about their roles as harbingers, avatars, or

spirit guides. Their short, plump, feathered bodies end in a

long, prehensile tail. The creatures hunt alone or in groups
of two or three. Their tail and flight strength are greater than
they appear: three convorees can lift predators as large as
a momong with enough effort. On Atellon, they have mys-

teriously appeared alongside Bendu. They have also been
sighted on Malachor and other worlds in conjunction with
Force-related occurrences.

Convorees are popular as pets, particu
they have a umque gold plumed canvor br
h - ps more so than
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epardless. 1PCs should teel compelled Lo visit the base
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SATO’'S ORDERS
Aller the party has arrived at Chopper Base and had time to
test, read or paraphrase the following aloud Lo the players

A stern, serious rebel with a military bearing
approaches you. “I'm glad you're still here, | am Com-
mander Sato, and | have a problem | hope you can

help us with. Two of our sensor markers just went
down on the eastern dunes, and no one else is avail
able to check It out. It's probably just a malfunction,
but I need confirmation. Will you help us?"

Sato-expects members of his resislance cell o abey

orders without hesitation, but characters outside his com
mand may require ncentive, PCs can negotiate payment for
their services with an opposed social skill check, but all Com
mander Sato can offer is to refuel and resupply the party's
ship or provide 1,500 credits’ worth of spare parts. Once

the PCs agree, Commander Sato offers the use of the base's
well-used cargo skifl

PHOENIX CELL'S CARGO SKIFF

Imperials once used this Sturdy ¢

Lians,

argo skiff to ferry muni-
equipment, and crew around fighter bases, Stolen in
ane of Phoenix Cell's many daring raids, this skiff took some
damage during its use as a makeshif escape vehicle, Cel)
teineers eventually offloaded the skiff at Chopper Base.

and Sabine Wren has ensured its previously boring exterior
5 Now a kaleidoscope of color,

OTHER BAsgs

henever a resistance cell establishes 3 base,

personnel immediately begin fortifying it ang
creating an evacuation plan to follow in the eyep,
of Imperial discovery. The structure of this modyy.
lar encounter can easily be adapted for rebellioys
strongholds at other locations, such as Dantooine
or Yavin 4, Swapping out the terrain and finding 4
suitable local creature is all that is required,

To change the setting to an icy planet, descrip.
tive text might depict endless snowdrifts insteaq
of Atollon’s desert terrain, The tunnel might be a5
icy cavern filled with wampas or wild (but tamable)
tauntauns, Jungle worlds might feature gundarks
and a subterranean river. The fact that the pas
sageway is newly discovered means the encounter
also works at well-established bases,

COR LA TARBIID AT S i)
0| - - |0 [ 1
3 \—__8___/
Vehicle Type/Model: Cargo Skiff/Loadmaster 3
Manufacturer: Santhe Passenger & Freight
Maximum Altitude: 2 meters,
Sensor Range: None
Crew: One pilof
Encumbrance Capacity: 80
Passenger Capacity: &
Price/Rarity: 1,200 credits/4.
Customization Hard Points: .
Weapons: None
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THE FIRST MARKER

Once the PCs are ready to depart, read or paraphrase the
following aloud to the players:

While speeding toward the first marker. the party '_‘_:
succeed at an Easy (4) Resilience check 1o resist 10

with Il to account for the midday sun_ Failure imparts .
all checks made while under the sun, As the party apio }
es the first sensor, read of paraphrase the following a8+



Sand kicks up as the skiff nears the first marker. Wh
. When
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inda‘g_.r legs bounce and

Y agitated. The sensor

marker lies underfoot, damaged and sparking

the dust settles, horrifying cre
lumpy, pale bodies atop six sp
thrash around the site, clear!

check 10 1epair the physcal dormage. Dl oo
age (@ @) Computers check (0 reboot the e Mg
o : 5 I SRS

Cs If they

Plar S narker irmily in the ground requires

Average (@ @) Athletics check ,\.,-,‘ Average
Computers check is then : (. .]

needed to tune the sensor to the

0 repel the krykna

KRYKNA SPIDER SURPRISE

ves at the second marker only to find it smashed

pieces. The frst character to approach feels the ground
shift underfoot and must make a Hard (4p 4 4) Athletics or
Coordination check to avoid falling from short range.

The event reveals a dimly lit tunnel. An Average (@ §)
Perception, Survival, or Knowledge (Xenology) check
eveals that the path very likely heads back toward Chopper
Base £} reveals the tunnel is actually a natural water siphon
f coral. As the party recovers, Commander Sato
for a progress report. After the party updates him,
paraphrase the following aloud to the players:

tne alen

Jun 5
e return
y to do...

e out of view
what I'n

First. Sato directs the party to use a camouflage net
from the skiff's storage compartment to cover the tunnel
entrance. Then, he asks the party (o confirm that the tunnel
extends all the way to Chopper Base, and to clear out any

krykna spiders.

CLEARING THE CAVERN

Naturally luminescent pods set irregularly along the walls
barely light the tunnel, adding [ [ to PC Stealth checks
or [l to their own Perception of ranged combat che;:ks.
After the party travels a fair distance, a minion group of four
krykna spiders ambushes the PCs from recesses In the tun-

st walls, Just before the attack, read the following aloud:

::;:Jnst:::r c;:?gicoves pit the sides of the tunnel, and a
o contains a faint, glowing liquid covers
gk § yqu wgrk beyond a grouping of recesses,
y 'ear a skittering behind you. You turn to discover
a pair of shiny black eyes and a fearsome beaked

maw atop six segmented legs. The beast hisses at
you and lunges forward!

Survival check before | A I.'.-::- Hard {...]

t

s T SR EES y & Sensor.at the
ction | ve off the 1 Average
Athletics check (o sec the ar:;.ni f’1’|]

Average (@ 4) Computers check Lo tunie the sensor to the

t frequency

ure the sensor ir

SECURE EVACUATION ROUTE

Beyond the junction, the tunnel begins to spiral upward,
requiring an Average (‘ @) Athletics check to traverse
PCs who' fail the check suffer 2 strain for every net Y, An
Average (@ 9) Survival check reveals that Chopper Base is
nearby. However, just as the PCs get their bearings, a minion
group of four krykna charges down the tunnel

The higher ground provides [0 to all krykna attacks while
imposing a Il on PC attacks while the PCs remain lower than
the krykna. Nearby, bright light marks an exit. The party
must plant a final sensor marker at the tunnel exit to secure
it. Outside, Chopper Base's command center is at long range
from the exit.

If the party is out of sensor markers (it only brought threel,
the PCs can locate one on the landing pad with an Average
(’ 0] Perception check or construct another from the
scrap bin with a Hard (4p 4 ) Mechanics check Once ar
active marker defends the exit, Commander Sato appears.
Read or paraphrase the following aloud to the players:

DENOUEMENT

Each Player Character who participated gains 10 XP. If Com-
mander Sato promised anything to the PCs heforehar:d,lhe
keeps his word. GMs should note the base’s new evacuation
route in case it is attacked later on. Future adventures coz_:!ci
focus on fortifying the tunnel or evacuation shuttle area. fol-
lowed by an Imperial attack on Atollon.




Areas of Interest: Nightsister

villages, Nightbrother villages,

Imperial garrison

Major Exports: none

Major Imports: none

Trade Routes: none (in the region of the

Hydian Way and Salin Corridor)

Special Conditions: extremely dangerous crea-

_ tures, Nightsister and Nightbrother dans _ -

Background: In the remote Quelii sector, there burns

a blood-red star at the center of -the Dathomir system, ;

which plays host to a planet of the same name. The world -

of Dathomir might once have been a place of vibrant life

and overflowing beauty—but that time has long since

- passed. However, it is by no means a dead \yond‘ Jagged

. mountain peaks rise like the teeth of a carnivore eager to
consume its prey. Once-rich fens and forests have given

way to putrid swamps and- ivy-choked thickets now filled

with a thick miasma of fog. The planet’s surface is perpetu--

ally cloaked in a crimson pallor from the slowly dying star,

which provides some mockery of daylight. H -

Dathomir's landscape is deeply shadowed, making it all
the more treacherous as predators slink from their lairs. In

the evening, overland navigation becomes all but impos-

sible. Though some stars pierce the darkness, they offer
little light, serving only to accentuate the murk. Low howls
and feral grunts issue forth as predators too terrible to
. travel even under the blood-red light of day stalk whatever
prey they might find in the embrace of the stygian gloom,
The planet still thrives, though it has been twisted by the

passage of time, the scars of war, and other, darker things.

Official Imperial records have but few references to the
Quelii sector, and even fewer to the Dathomir system and
its single inhabitable world. In most registered listings,
there is little more than a name and an official statement
that the system is of no interest to citizens of the Galactic
Empire, Unofficially, Dathomir has a long and terrible his-
tory, Wild-eyed liars and traumatized spacers who claim to
have visited this strange world tell tales of gigantic beasts

WORLDS iH BEvOLY
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able to devour an unwary traveler in a single bite that
storm acrgss its endless swamps. They speak of restiess
spirits risen from the dead, threatening to enchant an indi-
vidualhﬁmhzstam.Meammmafat_u
sites so unholy that merely viewing them can steal one’s
soul. Of course, the source of this is more likely to lieat
the bottom of their lum bottle than in any genuine facs.

IMPERIAL INTERESTS

Itwmmmmmma
quiet interest in Dathomir. Although this informa-
tion can't be found in any official Imperial records,
light cruisers and other exploratory craft have been
making secret visits. A small garrison is thought ®
exist on Dathomir, but there do not seem to be any
logistics or personnel entries to Support this Tumar.
Even wilder tales speak of users of the mythical
Force traveling to the planet, perhaps to distowRt
the secrets of the Nightsisters or o determine
what became of them. Those imperials unRite:
nate enough to have been assigned to Dathomir
speak little of their posting, but some uRsetthing
tales have begun to slip out from thase brave 0
foolish) enough to mention their experiene © &
confidante. Few tales go far, though, as both thase
Who tell and those who hear them have & tendedy
to disappear, never to be seen agah,



GRAVEYARD OF WITCHES

n scant handful of beings in the galaxy know the true hic
tory of Dathomir, and they are loath lo speak of it. The

dark side of the Force permeates the planet; at one point, it
was personified in a mysterious sect known as the Nightsisters
who were said to wield terrible sorcerous powers. None know
what became of them, save that they faded into oblivion dur
ing the closing days of the Clone Wars. Dathomir still bears
the scars of their legacy. Great ruined tombs rise from the
mist-covered swamps, hidden ritual chambers lie buried in
the deepesl caves, and entire cities decay, abandoned on
the edges of overgrown woodlands, The ravages of time have
taken their toll on these remains of a society that once rose
to great and terrible heights. Their structures now lie empty—
forsaken in an instant and left to be reclaimed by the land.

Dathomir is not without its uses to those who know its
location and are reckless enough to visit. Lacking a strong
Imperial presence, Dathomir can serve as refuge—albeit a
perilous one—for anyone looking to remain hidden from the
galaxy at large. Smugglers, rebel agents, and others hoping to
avoid attention have concealed themselves in the dangerous
wilderness and forgotten villages here, but never for long. Vis-
itors describe uneasy feelings from the moment they landed.
Those who have lingered there against their better judgment
say that there are spectral terrors that seem to exist within
Dathomir's endless cave systems, sickly-green creatures far
more deadly than Imperial agents or bounty hunters.

an concealment. Fearless treasure hunters,

On rare occasions, individuals actively seek out Dathomir

Though it is true that all Nightsisters were women, there
were also male adepts. These Nightbrothers were trained in
the use of the Force, though only to augment their physical
prowess as warriors and assassins to be used in the service
of the Nightsisters, Otherwise. Nightbrothers functioned as
little more than servants, laborers, and breeding stock.

Today, it is believed that no Nightsisters survived the hor-
rors of the Clone Wars. What few teachings they committed
to writing are lost amang the ruined temples and caverns
of Dathomir or lie rotting in their now-putrelying swamp vil-
lages. Only the most obsessive would attempt to recover
and employ their dark traditions, such as the dread Zabrak
known as Maul. After falling from the heights of power after
the Clone Wars, he often haunts this dead world and uses
Nightsister relics, tomes, and specially brewed potions to
gain power and further his quest for vengeance.

POINTS OF INTEREST

The surface of Dathomir is dotted with the ruins of the civi-
lization of Nightsisters, who once thrived under the world's
sanguine skies. No sentient life dwells on the-.planet_‘swrf_ac_s..
and few intact structures still remain, The rest of Dathomir
has been reclaimed by the twisted landscape, cast back into
the shadows from which it sprang.




MAUL [NEMESIS]

Once a Dark Lord of the Sith and then a criminal warlord,
this Zabrak is now known simply as Maul. A lifetime of
hatred and betrayal have transformed the Dathomirian
native both physically and mentally. A prowling predator
upon cybernetic legs, Maul is obsessed with revenge—
especially for a longtime foe whom he first met on Naboo
before the fall of the Republic. Maul believed him dead,
but has recently discovered he still lives on a desert planet
with twin suns. Enraged with this knowledge, Maul will not
rest until he finds and defeats this former Jedi Master.

4 b

Coordination 4,

Deception 3, er 5, Piloting
rvival 1

mﬁm] smrsays" ulty of all combat
checks against Ataru Technique
(may use Agility making a Light-
saber skill check)
social skill check s

range, adding @ no greater ® ratin;

© 1o engage target; may spend @ to add € to the check),
Jump Up (once per round, may frol seated or prone
as an incidental), Parry 4 (when struck m@fattack

suffer 3 strain to reduce damage by 6).
Abilities: Dark Side Force User (use Dark Side
results instead of Light Side results), Intimi-
dating Countenance (add automatic YR Y
to all Coercion checks Maul makes), Force
Power: Enhance (roll an Enhance Force
power check and spend @ to gain ¥ or £3 on
any Athletics, Coordination, or Resilience
checks; roll an Enhance Force power /
check to make a Force Leap

maneuver, spending @) to

jump horizontally or ver-

tically to any location

in short range), Force

Power: Sense (spend

@ to sense the cur-

rent thoughts of

one living target

within short range).

Equipment: Cybernetic

legs (+1 Brawn, already

included in profile), sapith

lightsaber (Lightsaber: Damage 9;

Critical 2; Range [Engaged]; Breach

2, Sunder), Nightbrother heavy

clothing (+ 1 soak),

WORLDS IN REVOLT
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Shelish, the only hmnml;l:ow
much of her time hiding in the swamps
eleventh moon of Jhas, in the Hoth sys
was absent during the loss of her people on Dathomir 3
may also be found on that world at times, S, searching
mmmmmmmmamm
she waits for a student worthy to inherit - her dark secrets

mmmz.mm&mmz.m
saber 3, Survival 3, Vigilance 3.
M:Mvasafy2[upgradediﬂiaﬂtyddm
cbecksagainstmismgetmioe).l-‘omeRaﬁngs_
Abilities: Dark Side Force User (use dark side results
insteadofﬂwtsideresulis].ForcePower:Harmhsm
acﬁon.rollaFmtepowermeckagainaonemmu.
get.spencﬁng()toinﬂictémundsonmetarmm
soak,andspendingadtﬁﬁmal()toinceaseﬂnragb,
onebandorﬂhenumberoftargetsaﬁecmdbythfsm
by one), Force Power: Phantasmagoria (once per encoun-
ter.maysuﬁer?:sn'ainandmakeaFomemrm
for every @ spent, a single target within short range must
make a Daunting [ () { O} fear check).

Equipment: Ancient sword (Lightsaber: Damage 6: Critical
3; Range [Engaged]; Defensive 1), armored clothing (+1
soak, + 1 defense).
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After being forced to and on Dathomir

the PCs must deal

) LS al sl dea

with a captain driven nsane by suin Aller losing K : I

. i ; 5 QiLteT oS 12 NS ¢ CW.

They must also ¢ onfront the t:nrn'\'lnt‘ SOUrces of his coy }
; -} I < mis-condi

tion if they ever hope to escape the mist shrouded world I

INVOLVING THE pLAYERS
For whatever reason best SUuits the ¢
is damaged and they are forced 1o emerge from hyperspace
i the Dathomir system. Perhaps that final har}‘age from
a squadron of TIE fighters damaged the navicomputer, or
they were yanked out of hyperspace by a malfunction—any
number of reasons can work, After scanning the planet, they
detect nothing except far one very weak distress beacon.

ampaign, the PCs' ship

A FORSAKEN LAND

After landing and Investigating the damage to the ship, the
PCs discover they need additional parts in order to regain
F hyperspace capability. Finding no signs of civilization, they
- realize their only option is to locate the source of the distress
F signal and hope it can lead them to the needed parts.

_ The signal is coming from a nearby mountain range, mean-
ing a trek through intervening swamps. The journey is cold
d forebo Massive cocoons decorated with strange tal-

g dead trees, and strange noises echo across
S pass through the ruined remnants of a
village with stone pathways set into the wet ground.
uires a Hard (¢ 4 @) Survival check due to
ts, and the GM can spend ¢ to inflict 2 strain
of | strain to represent the disquieting surroundings.

THE CAPTAIN

/s 1hey reach a cave entrance, the PCs find the source of
e distress beacon. A fearful, wide-eyed human named Fel
Trech can be seen in the flickering light of a glow rod, cower-
Ing behind a wrecked landspeeder and si:reami_ng: tolb.e left
alone. What they likely don't realize is that he has mistaken
them for the spirits of his dead crew, which have been haunt-
ing him. He is not aware that he has been creating those

KINto the caverns while Trech screams in Lerror. The GM
of the PCs’ social checks to have Trech
more manifestations, When the PCs darm
the damage

can spencd &7

v

.I|-'|'|||l|i 10 Create

Qn any

a8t a manifestation dppears not o affect It, but
Trech falters and grows weak An Average (4 ) Perception
check reveals that he is somehow linked to them The PCs
can either inflict enough damage on the manifestations to
cause Trech to fall unconscious, or they can knock him out

directly to cause the Spints to dissolve back into the mistsy

FEL TRECH [RIVAL]

The lone survivor of a crash |
tally ill with survivor's
in the Force and does
Force manifestations.

anding, Trech has become men-
uilt, He is unaware of his own strength
not know that his condition is creating

Skills: Piloting (Space) 2, Survival 1

Talents: Force Rating 2.

Abilities: Dark Side Force User [use Dark Side results
instead of Light Side results), Force Power: Manifestations
(may spend (D to create one Force manifestation).
Equipment: Blaster pistol (Ranged [Light]; Damage 6: Critj-
cal 3; Range [Medium]; Stun setting), spare ship parts.

FORCE MANIFESTATION [RIVAL]

These ghastly forms are embodiments of Trech's guilt over
the crash brought to life through his Force abilities, of which
he is unaware. Each manifestation is a uniquely horrid repre-
sentation of his fixation on feelings of guilt.

Skills: Stealth 1.

Talents: Fearful Aura (as an
within short range to make a
ifestation (whe

‘on a manifesta
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Special Conditions: mobile space station

Background: Born in the fires of the Clone Wars and
brought to life over two decades of secret toil, the Death
Star is the crowning achievement of the Tarkin Doctrine.
Currently in orbit over the secret Imperial outpost world of
- Scarif, this planetoid-sized battle station is more than one
. - hundred kilometers across. Designed initially by the now-

extinct Geonosians, the Death Star was built to carry a
- single superlaser that can destroy entire worlds with a'sin- -
. @le shot. It can travel throughout the galaxy thanks to-the

* largest hyperdrive ever fitted to a spacegoing vessel. The

“battle station also carries an entire branch of the Imperial

Army, an Imperial Navy fleet, and hundreds of thousands-
- - of personnel from the Battle Station Command division.

" The Death Star currently cuts an imposing figure as it
hangs ominously over Scarif. Its broad, thick, Quadrani-
um armor plates are painted in Imperial Navy gray and
. Sprinkled with countless thousands of points of brightness
= from its many viewports and running lights. A wide, deep

trench defines its equator, separating the battle station
‘:__mmhenusplmvamynallertrendnesdeﬁmngme
“north and south polar sectors. Forests of anténna masts
. and sensor probes cover broad swaths of the structure’s
surface, broken up by cavernous hangar bays, tall fortifica-

tions protecting dense nests of turbolaser batteries and
ordnance launchers, and numerous tall spires and flat-

il b (AT s v

" The Death Star's most prominent feature is the focusimg

" dish for the station’s powerful supertaser. Nearly forty kic
meters across, this massive crater is located just above the
equatorial trench and dominates the northern hemisphers

THE TARKIN DOCTRINE

mmmmmmswsm

is mmm “Rule of Fear,” which states

that it is better to rule through fear of force than

Rule of Fear is the development of the Death St
terrible as the Death Star—and the fear that ey
will be used at a moment’s notice for the smallest
infractions—should be encugh to pacify Impenal
subjects. How this plan ultimately unfoids for o
Empire remains to be seen, but it is notable that
despite their best efforts, the imperial military 9
Imperial Security Bureau have been unabie t© e
in unrest and outright rebeliion.



DOCTRINE MADE DEADLY

c urrently in the last stages of construction, the Death Star |
iearly ready for its shakedown cruise. In orhit over F‘.umf
battle station 1S taking on final weaponry, supplies, anrj-
rew. Its current commander, Orson Krennic, leads the sta-
n's development efforts. There are others— especially Grand
Ihulf Tarkin—who would interfere with his triumph in
nis new weapon to the Emperor, however. Tarkin,
e striving 1o keep this lowborn rival in his rightful station.
sees the gigantic battle station as the perfect embodiment of

win vision for how the Empire wields power,

HISTORY

Ihe idea of @ massive, spacegoing, planet-destroying super-
on dates back millennia. Even in the old Sith Empire,
z and megalomaniacs were toying with the idea of
icking unimaginably powerful weapon systems into mobile
pattle stations and destroying worlds that refused to bow
t will. Precious few of these weapons ever made it off
e drawing board, and none were ever completed. It wasn't
the rise of Darth Tyranus and Darth Sidious and the
tbreak of the Clone Wars that the idea of a mobile battle
ition would start to become a reality.

The project that would ultimately become the Death Star
1 life in the teeming hives of Geonosis. During the Clone
rs. Geonosis fell under the sway of the Confederacy of
lependent Systems after the CIS liberated the planet
m Galactic Republic occupation. Poggle the Lesser, public
ider of the Geonosians, gave the CIS a number of classified
cuments to keep them out of Jedi hands during the Battle
i Geonosis. Among them were plans for a mobile battle sta-
that Geonosian engineers had dubbed “the Ultimate
Weapon.” The project, which was still in its initial design
stages, called for construction of a planetoid-sized, hyper-
.pace-capable battle station armed with a massive main
weapon system that could destroy planets. Intrigued, CIS
\eader Count Dooku presented the plans to his master, Darth
Sidious. Sidious [more apenly known as Supreme Chancellor
Palpatine) saw much potential in the Ultimate Weapon proj-
ect. He used the pretense that the CIS was using these plans
to construct the battle station to frighten Republic officials
and allow him to direct full funding towards secretly creating
the Republic’'s own station.

Within months, construction began in orbit over Geonosis.
As the Clone Wars raged on, Geonosian and Republic engi-
neers worked tirelessly to bring the massive construct to life.
For three years, money from the nearly bottomless Republic
coffers and materiel from numerous member worlds flowed
inte Ceonosis. Thanks to the skill and endurance of the
Geonosian workforce, construction goals were constantly
met ahead of schedule. By the time the war ended, most of
the battle station's inner structure was completed. When Pal-
catine consolidated power and created the Galactic Empire

Nt < of the Republic, he gave responsibility for the:
Joon project to the nascent Imperial Navy and
nd Director Orson Krennic responsible for the
ontinuing construction.

HOr

Upen taking command of the Ultimate Weapon project,
Tarkin made a number of changes to increase efficiency and
maintain secrecy, Geonosis was turned into a military exclu-
sion zone, closed off to all but Imperial military personnel. A
dedicated, highly secure supply line with numerous blinds,
cutouts, and false outposts was developed to provide com-
ponents and raw materials for the project. It was during this
time that the official name became the Death Star and the
battle station was given the hull designation D5-1. though
its codename of Stardust still exists in its design files, Now,
the project was ready to begin its long primary construction.

For more than a decade, the Geonosians, Imperial mill=
tary engineers, and tens of thousands of slaves tolled day
and night to bring the Death Star to life. More and more of
the Empire’s resources were diveried to the project. often
starving both the Army and the Navy and depriving them of
new ships. vehicles, weapons, and supplies. At some point
during this phase of construction, there were whispers that
information revealing the Death Star's existence, and more
importantly its current location, was about to be exposed.
Seeing that security had been compromised, Tarkin took
drastic measures to ensure the project’s future. After a cur-
sory shakedown, the battle station left Geonosis's orbit and
made its way to a new construction site. Tarkin then had the
Geonosians exterminated with a heavy planetary deluge of
toxic insecticide. Actions were also taken to erase any sign
of Imperial activity. Within months, the entire project was
moved to the isolated world of Scarif for final completion. a
feat nearly as impressive as the battle station’s actual con-
struction. Nothing was left behind except for rings of debris
and gigantic construction modules orbiting the dead planet.

The frozen desert moon of Jedha in the Mid Rim also
became important for the Death Star's planned superweap-
on thanks to its abundance of kyber crystals. Known for their
unique energy-focusing qualities, these curious items were
used in Jedi lightsabers for millennia and the Tarkin Initia-
tive Laboratories on the planet Eadu have overseen intensive
work to unlock their secrets. Krennic himself took personal
interest in these efforts, necessary to prevent any further
stains on his reputation from the lateness of the Death Star's
completion. The efforts have proven successful, and a new
superlaser that uses huge Kyber crystals mined on Jedha
and refined on Eadu has been created to serve as the battle
station’s primary weapon. The superiaser was shipped from
Eadu to Scarif for installation, the last major component nec-
essary for the battle station to become operational

Under construction for nearly rwenty years, the Death Star
lS now just months from. |rs\cen‘:pletson' At Scam the sta-




PEOPLE AND CULTURE

a million citizens, eac hone a

The Death Star 15 home to over
proud member of the Impernial Armed Forces Within,
tus, and favor: Battle Station
and the Imperial Navy. Each

though

three factions vie for power, sta
Operations. the Imperial Army,
faction Is led by a powerful and charismatic leader, each of
whom make up one part of a contentious leadership triumvi
rate that manages, often despite itself. to run the Death Star
in a surprisingly smooth and efficient manner

BATTLE STATION OPERATIONS

The bulk of DS-17s personnel are members of Battle Station
Command. They oversee the day-to-day operations of the
massive construction, filling the numerous roles required
to keep it running smoothly and efficiently. BSC personnel
aboard the Death Star are part of Battle Station Operations,
an entity separate from the Imperial Army and Imperial Navy
forces stationed aboard. BSO contains eight major depart-
ments—logistics, personnel, security. station defenses,
engineering, medical, technical support, and maintenance—
and numerous smaller subdepartments. Tarkin. recently
promoted to Grand Moff, is to be the supreme commander
of the Death Star's BSO personnel, and all command deci-
sions regarding the Death Star ultimately go through him.

IMPERIAL ARMY PERSONNEL

The Imperial Army garrison aboard the Death Star is a full,
combined-arms force of the kind typically found on Imperial
planets. The garrison is primarily concerned with planetary
operations, and its officers and stormtrooper battalions are

not part of the Death Star's BSO command structure. The

Imperial Army garrison is located in the Death Star's south-
ern hemisphere and is commanded by General Cassio Tagge,
a dogged but unimaginative leader. At '

IMPERIAL NAVY PERSONNEL
Like the Imperial = L) :

© glven 1o the sprags

station’s SGU[hErn

ng for hundreds of square Kilomeras

5 enlisted personnel A5 wail

as the numerous ors occupied with T-hebame

station’s final construction Residents are housed in il

austere apartments thal make Star Destroyer berths ‘QOI-;
luxurious in comparison

Death Star Cit
of personnel Nnousi
hemisphere. Spreat

this area houses the Leati alat

ivilian contrac

Each sector within Death Star City has a Commercis|
district that contains various businesses—markets, repair
shops. cantinas, theaters, arcades, and the like—that Cater
to the residents’ needs. There is also a thriving undergroyng
economy in Death Star City. Nearly any kind of Contrabang
or illicit entertainment can be purchased with ENough crag.
its, despite the efforts of ISB agents and Death Star interpy
security personnel.

EQUATORIAL TRENCH

The Death Star’s equator is defined by a broad, deep trench
that encircles the battle station and separates the nopp.
ern hemisphere from the southern. The equatorial trench
is largely an engineering, shipping, and industrial sector A
large swath of the trench is taken up by the Death Stars
massive ion drive arrays and various engineering outposts
The rest of the trench contains the battle station's main
docking bays and associated warehousing districts useq
to store con-s_truction supplies and other incoming materie|
arriving for the final construction. The trench is extremely
well defended, with numerous laser and turbolaser batter-
ies covering the docking bay approaches and heawhuq
shields protecting the ion drives. :

NORTHERN POLAR COMMAND SECTOR




. ’
e to two of the Imperial military's
~Most imp« ations: the prodigious orbital ship-
P . h € ,_mmmmmmlﬂmﬂeﬂ
' to finish the battle station’s hull and other key

ems. Completed combat components are also shipped in
from other Imperial facilities to fit out the Death Star with

require. The planet itself is protected by an impenetrable
planetary shield surrounding the world.

both a research center and a security facility. It is home
y com ‘that tl ac to thbusands of engineers, naval architects, shipwrights,
= °mmmmmm A and technicians who work day and night to provide the
g ' 4 Imperial military with cutting-edge war machines. Its cur-
No one is sure how the Empire found Scarif, aithough it  rent primary responsibility is the completiod,

k Idymhlnwdmnﬂanmmmemnem

and trials of the Death Star. The Citadel also houses a data

'+ ‘ended. Official records of the world and its colonization by storage facility known only as the Vault. Highly secure and
the Empire are top secret, and only a handful of individuals heavily guarded, the Vault is a cold storage facility used to

‘even know its name or where it is located. The thing that

more shield generators and weapons than entire fleets ~

The Citadel is a sprawling planet-side complex that is -

fitting out, . -



DEATH STAR FIRE ARCS

T he shape and sheer size of the Death Star makes
determining fire arcs for its weapons a tricky
proposition. At any angle of attack, an incoming
ship has hundreds—perhaps thousands—of turbo-
lasers, ordnance launchers, point defense weapons,
and tractor beam emitters pointed at it, following
its every move. Weapons in the Death Star's profile,
save for the unique superlaser, thus do not have
fire arcs as part of their description. If Game Mas-
ters choose to have their players tangle with the
Death Star, taking fire from the massive battle sta-
tion should be even more narrative than usual.

One way to handle such an encounter is for the
Game Master to describe the scene—space around
the players' ship filled with turbolaser bolts, crack-
ling ion blasts, the glowing warheads of concussion
missiles, etc.—and then pick out one or two of the
Death Star's weapon systems to target the play-
ers’ ship specifically. This gives the players an idea
of the strength of the battle station as a general
threat as well as presenting a concrete threat from
weapons that are actually targeting them. This sug-
gestion, of course, is not definitive; Game Masters
are encouraged to find their own creative (and
deadly) solutions to dealing with the Death Star.

DS-1 DEATH STAR

The Death Star is equal parts starship, space station, and
ine. Its power and versatility are unlike anything
fore, and it promises to change the face of warfare.
battle station's self-sufficiency, hyperspace capability,
y 1o operate without escort or support vessels
bring its terrifying superlaser to bear anywhere in
Grand Moff Tarkin believes that the con-s!,aﬂl fear
pea ng in orbit over their planet will keep rebellion-
dcitizens in line. He himself fears nothing while aboard
is Ne knows with certainty that nothing and no one in the
ilaxy could possibly harm the Death Star.

Hull Type/Model: Mobile Battle Station/DS-1 Death Star

ﬂ?f’?f‘_’ff_umr: Kuat Drive Yards/Sienar Fleet Systems/Impe-

H_.. Vilitary Department of Advanced Weaponsg Research
yp:erdrwe: Primary: Class 4, Backup: Class 20 :

Navicomputer: Yes :

Sensor Range: Extreme.

Ship’s Complement: | .200,000.

Encumbrance Capacity: 500,000

Passenger Capacity: 750.000.

Consumables: Four years

Price/Rarity: Very fey know
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Blast 4. Breach 4, Guided 3, Linked 3%, S

S0 000 turret-mountedtwin heavylasercannons(Eira 4
Damage 6; Critical 5; Range [Short]; Linked |

50.000 turret-mounted quad laser cannons

Damage 5: Critical 3; Range [Close]; /
1,000 heavy tractor beam emitters (Fire Arc

Critical —; Range [Short]: Tractor 6)

ADDITIONAL RULES

Massive 8: When making an attack targeting this

the critical rating of any weapons used counts as 8 |

THE SUPERLASER

he Mk | Superlaser developed for the Death

Star is the most powerful weapon in the galaxy.
Utilizing the unique energy-focusing qualities of
refined kyber crystals and powered by four huge
antimatter generators, this weapon has the ability
to completely destroy planets with a single blast.

The superlaser has no damage or critical rating.
yet deals damage. Its destructive power is on such
a level that it transcends mere numbers. When
_the Death Star fires its superlaser, everything in
its path is utterly destroyed. Even when using
energy from a single reactor, it can crater cities i
devastate huge swaths of a planet’s surface.

The damage that this massive weapon can dish %
is more narrative than mechanical. If the piay"
ever encounter the Death Star and see the
Ias_er in action, the Game Master should dest”
ships burning to ash as if they were paper.
worlds obliterated in the blink of an &) :
waves and strange localized hyperspace ane"
and other terrible consequences

for example, might become disoriented
death cries of an entire city's populatio
I?L-"_-'f:‘r Characters are ever targeted by t

Star's superlaser. the Game Master she

way Lo allow them to escape what would

death, perhaps by making suitably he

L=
(Space) checks of spending Destiny POt
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d enoineerine fron : ) f
L ENng rom an early age. Once his

mplete, he ea

d a place at the

Program on Brentaal, where he studied

naval architecture

1S professional care

er designing space stations

ng the run-up to the Clone Wars, Throug

a combination
oliticking, he quickly rose through the

and
ind

during the conflict. By the time it came to an end, he
nander attached to a pow
w battle station project based on stolen Separatist
s a man who knew which way the wind was blow-
lic threw his lot in with the newly formed Galactic
1 the new Imperial Navy, his talent as a designer and
v honed political instincts made him many allies, and
3 few enemies.

. a lieutenant comi

<renric ensured he became attached to the gigantic
battle station’s early construction in orbit around Geonosis,
and led the effort to design and construct its main weap-
on. This took many years, but his political skills and clever
manipulations of others (especially a brilliant polymath he
met while at the Futures Pro-
grar) always kept him one
stey cad of his rivals.
Des frequent set-
backs, the weapon IS
now finally ready for
instailation and' test-
ing. With this, Krennic
is certain he will at-last. s

m the recognition and.

che deserves.

GO )@ T
Skills: Coerclon 4, Computers 3, Cool 3, Dis Know

edge (Educatic in) 3, Knowledege [

Mechanics 4, Perceptior
Talents: Adversary 2 (up
against this ta f ; oy
W W from all Leadership and Cool checks), Intimidating 2
(suffer 2 strain to dow Lh

checks twice, or

reel TWICE

checks targeting this character twice), Scathing Tirade (as ar
action, make an Average [¢p €] Coercion check; [«

¥, one enemy within short ffers 1 strain

to inflict additional strain)

Abilities: Master Manipul
remove [l from Charm, De
checks he makes to convince
Equipment: Nonregulatic
|Light]: Damage 7; Critical 3; Range [\
director's uniform with cape: [+ 1 soak]
encrypted comlinks

DEATH TROOPER [RIVAL]

Death Troopers are among the most elite special forces units
in the Imperial Armed Forces. These highiy trained, high
motivated warriors operate under the auspices of Impe
rial Intelligence. They are most often used as sirike forces
and as VIP protection for
vital Imperial officials
such as Commander
Krennic and Grand
Admiral Thrawn
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Skills: Athletics 3 Coercior 1

2 (+2
luded in profile),
suffer 2 strain to down-

v of Coercion checks twice).

Abilities: None
l Equipment: DIT-19 heavy bl
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ical 3; Range [Long]: Accurate 2, Auto-fire,

lium}; Aute-Fire, Stun Set-
5 [Ranged [Light): Damage 8: Critical 4:
st 6, Limited Ammo 1), one thermal
a d [Light]; Damage 20 Critical 2: Range
l: Blast 15, Breach 1, Vicious 4, Limited Ammao 1),
armor (+2 soak, +1 defense: Upgrade
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aring gear, food
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and waler packs
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v e 2), E-11D blaster carbine (Ranged
> 9; Critical 3; Range [Medium]; Stun Set-

E-14r light repeating blaster pistol (Ranged |Light];
Dar e 6; Critical 3 Range [Mec

DEATH STAR TROOPER [MINION]

e
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LN Dvens: S
0(0)
Skills (group only): Astrogation. Computer
Knowledee (Warfare)
Perception, Vigllanc
Talents: None
Abilities: None
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range [Medium|; Stur
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GETTING THE PLAYERS INVOLVED

1ter, the PCs stumble into

thanks to a critical mal-
le error in their astrogation
p's astrogation computers may have
upted or their navigation data could be out
aiso be due to sabotage from an enemy in
ture, or perhaps a repair job that has failed
yoff if the GM spent 8 on a Mechanics check
riier to indicate the repair had serious issues)

ter

hn

ARRIVAL AND CAPTURE

As the PCs travel between systems, their trip comes to a
sudden end and their ship drops out of hyperspace. As if this

were not bad enough, the ship seems to have emerged right
in the middle of some sort of military installation.

“Unidentified civilian vessel, you have entered an

Imperial Navy exclusion zone. Disable all weap

immediately. Heave to and prepare to be board

ear to the piag
etting out of this

 to take every ounce of their skill and y
y seen too much, and they pose o)

hreat to be let go. If they. so desire, thet
2t the PCs attempt to talk their Way oatS
of trouble with an upgraded Formidable (@ @ P ..l
Charm or Deception check Even then, though. they &
going to spend quite 3 while detained here while the
als double check their story.

Situation aliv
guile: They |
much of a sec Y
Game Master ma!




IMPOUND AND INCARCERATION

in shert order, the Plaver Characters are t ken ah 1
ard the
and their

mpenal patrol vessel Shin is L

IKen under Low by a
rd tug. The Imperials move the b layer Characlors

B i 5 and
np o the planet’s surfac

e, where officials Ilnnu the
gh-security detention center
e Imperials transport the PCs' ship to an impound y:

1\~' nto separate cells ina b

ard
to be thoroughly searched. Eventually, guards take the PCs

one by ane to an interrogation room, where Imperial Navy
security officer Captain Fatimah Nurii doe

s a thorough job of
question ng them

Astute PCs who successfully make a Hard @ ¢ $) Per-
ception check notice that Captain Nurii is throwing out
subtle signals. She is newly stationed here. arriving after the
Death Star arrived at Scarif for the last stages of construction
efforts. After hearing rumors of the planned superweapon to
be installed on it and grasping what the battle station rep-
resented, her doubts about the Empire began to grow daily.

The arrival of the Player Characters may have finally
tipped her feelings to a conclusion. While interrogating
them, the characters should begin to notice she has a sym-
pathetic ear and may be willing to help the PCs escape.
Good roleplaying and some successful Charm, Perception,
or Negotiation checks reveal that Captain Nurii has essen-
tially become a resistance sympathizer, or at the least her
loyalty to the Empire is quite shaken. She is willing to help
the PCs escape as long as they take her with them so she can
defect. She may even tease them with important knowledge
she can offer concerning a new battle station the Empire is
constructing, but refuses to say more until she is safely away.

During a number of interrogation sessions—the GM should
encourage the PCs to ham it up to make it look better for
the surveillance cameras—the PCs and Captain Nurii should
fiammer out the detanls of their escape : Gwen that they are

CAPTAIN FATIMAH NURII [NEMESIS]

Captain Nuril Is a sub-commander in the Imperial Navy's
Military Police garrison stationed on Scarif. A native of Com-
menor and a graduate of the Imperial Naval Academy an
Prefsbelt IV, Captain Nurii is a no-nonsense officer who:is an
excellent judge of character with a gift for leadership. Initially,
her goal was to join the office of the Navy's barrister advo-
cate as a litigator, but the baked-in bias of the Imperial Navy
against those lacking family connections or contacts saw her
shuffled into the Military Police corps as a common shore
patrol officer. Captain Nurii has been deeply troubled ever
since her assignment to Scarif, The Empire's harsh actions
to quash resistance, as well as the construction of the Death
Star, have opened her eyes to the brutality of the regime. She
is currently searching for any excuse to safely escape Scarif
and alert the galaxy of the Empire’s new superweapon.

Skills: Charm 2, Coercion 3, Computers 2, Cool 3, Decep-
tion 2, Discipline 3, Perception 4, Piloting (Planetary) 2,
Ranged (Light) 2, Stealth 2, Vigilance 3.

Talents: Adversary | [upgrade difficulty of all combatchecks-
against this target once), Command 1 (add [ to Leadership
checks; targets add [ to Discipline checks for twenty-
four hours).

Abilities: None.

Equipment: Light blaster pistol (Ranged [Light]; Damage 5;

Critical 4; Range [Medlum] Stun settmg} hore patml um?
form (+ 1 soak), binders, secure comlink. dampaﬂ._-

The encounter ends when the PCs escape Scarif and jump.
away to hyperspace. The GM should reward each PC with
10 XP for escaping Scarif, and 5 XP if Captain Nurii comes.
with them. What happens next is largely up to the players,
If the PCs are affiliated with the Alliance, there are a number
of questions that likely need to be answered. Where do they
take the:r startllng new |nfermatton" Wha do they kaqw hﬂ
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Skills: 3, Discipling l.ea
iy Warlare L Mechanie 2. Ranped
Talents: Adversary | (uperade diffi Lity of all combat checks
INst tn larget once|
Abilities: Flatoon Leader (may spend a maneuver Lo allow
ne minion group. of Death Star lroopers within medium
an immediale maneuver as an out-of Lurn
icidental, or allow 1t to add []to its next skill check)
Equipment: Heavy blaster pistol (Ranged |Light]; Damage 7:
ritical 3; Range [Medium)| Stun setting), Death Star trooper

niform and helmet (+ 1 soak), comlink, datapad

SHORETROOPER [MINION]

RErS are lmmnoe roopers tratned in amphib
NBat i coastal environment: ]i:.-.!- WEear a
ston -of stormtraoner armor OVer a neat-modi
that protects them Irom adverse ALmMospheric

ind geographic conditions where land meets water. They

ICally stationed on

wnere thelr training

Are
worlds like Mon Cala or Scarif
and specialized equipment allow! therm
Mith little 1o no difficulty in and out of the water

walery

lo operate y

Skills (group only): Athletics, Discipline, Melee, Ranged
(Heavy), Resilience, Survival.

Talents: Nore.

Abilities: None.

Equipment: E-22 blaster carbine (Ranged [Heavy|; Damage
8, Critical 3; Range [Medium]; Cumbersome 2, Linked 1, Stun
setting), amphibious landing armor (+2 soak: when mak-
ing skill checks, shoretraopers may remove | Il on checks
imposed due to coastal settings), utility belt, extra reloads,
food and water packs. Squads may carry one heavy blaster
rifle (Ranged |Heavy]; Darmage 10; Critical 3; Range [Longl,
Auto-fire, Cumbersome 3] or one light repeating blaster
(Ranged [Heavy); Damage 11; Critical 3; Range |Longl, Auto-
fire, Cumbersome 4, Pierce 1) as a support weapon




Background: Many who once put faith in the
. Force believed that Jedha; a moon of NaJedha, was
the galaxy's spiritual core. This frozen desert world of san-

dy dunes and dusty mesas offered isolation along the quest 5
for enlightenment. Adepts who understood and manipu-

lated the Force dwelt upon Jédha for tens of thousands of
years, While some of these practitioners were Jedi, adepts
who followed many other Force traditions made pilgrim-

"ages to the world, and many took up permarient residence.
" Thesé included faithful who worshiped the Force but lacked
the ability to directly interact with it. In fact, followers of
many different religions have viewed Jedha as a holy place;
and some of those religions have considered a pilgrim-
age'to the moon to be critical for spiritual development,
Some have speculated that the word “Jedi” was adapted
from the moon's name, though others have contended that

the world was named after that tradition, This Is partly .

because some scholars believe that Jedha may have been
the site of the Jedi Order’s first temple, The many gigantic
statues of lightsaber-wielding robed figures that lay fallen
in the desert sands from ages ago only reinforce this belief,

Pilgrims to Jedha have not sought just to retread the
paths of the ancients, Instead, they have sought to achieve
spiritual enlightenment, The primordial structures scat:
tered across the moon's landscape have been central in
this quest, Some pilgrims have beligved that Interaction
wlt!l these ruins might reveal ancient secrets or grant new
Insights, Others have felt that the Isolation presents an
opportunity to become lost In thought, potentially reveal:
ng a desper purpose for existence,

W Ap IW Wiy
W b

Jedha's populace, including monks.of multiple traditions,
have traditionally been receptive to pilgrims and other vist
tors. Most are willing to openly discuss their faiths and
enjoy philosophical discourse. Their only requirement §
that visitors return the same level of respect they receive.

ladhn'urulthrich in kyber crystals, and yeans
ago the Empire established a major operation ©
recover them from mines as well as from anyone #
possession of them. While concerns about

ism on Jedha are an issue for Imperials, the need
to keep their operations productive 1§ the Mk
reason why the Empire maintains a strong

force on the moon, This Is especially true i Jedh
City, where stormtroopers patrol in every Qe
They often accompany assault tanks i lﬂ";
ing crystals down crowded streets '@ Mn
cargo shutties, which are a constant sight ®
iky abave the mesa,

No one on Jedha knows what the Bpie m
WIth the cryatals, but thelr connection 1 e SHEC
old has anly stirred up reater resistaee W S0
falthful hore, There are rumors the w
connected 1o advanced weapons

Net ovan the carge pilats know the truth,



WORLD OF FAITH

D has 1 me a chie !| enge Ihl H\puap Ace ;mmg [(1 Jedm

reu -m. ave fallen out of favor for more direct routes
ss this system. Imperial propaganda downplays the
ance of spiritualism, while the Imperial military pres-
ice adds further restrictions. Those same security measures
reduce the number of imports that reach chha,' which cre-
ites survival challenges on the cold and barren world with a
limited ability to feed its permanent population. Even so. trav-
elers still seek out this world in hopes of finding a refuge from
the inner systems. This has led to a large influx of refugees
who believe that this holy moon could be a safe place to begin
their lives anew. Smugglers have brought many desperate sen-
tients to Jedha, but they have also carried many others away
after they faced the world's challenges.

PEOPLE AND CULTURE

The Calactic Empire maintains a strong presence on Jed-
ha partly out of a desire to contain the spread of religious
beliefs, but also because it needs the output from the moon'’s
kyber crystal mines. It takes extreme liberties in controlling
the world and its population, and Imperial soldiers are often
brutal toward its residents and pilgrims.

The unwanted Imperial oversight has bred a strong sense
of resentment among the civilian population. Questers who
seek isolation are less likely to achieve it under the Empire’s
scrutiny. Peaceful pilgrims must contend with a provocative
military presence. Not surprisingly, moderate protests have
transformed into flagrant insurrection.

Conflicts between the insurgents and the Imperials are
harsh, leaving many wounded and mcapaatated Some
who need extreme treatment for their recovery become the

Decraniated. These unfortunates undergo procedures from
fugitive surgeons that replace a portion of their brain with

a programmable neural mterface designed to partly restore.

function. They then live out their lives as droid-like menials,
existing : asservants:ln tapcafes and other areas..

Because of its larger population, the city is the world's
major trade hub but not its primary spaceport. Travel to
Jedha City has been tightly controlled since the rise of the
Empire. and anyone who seeks to visit must first land at a
barren spaceport outside the mesa. Specially licensed pilots
then ferry passengers from here to the city. Everyone visits
the city at some point; even the faithful who choose to live in
isolation elsewhere need to visit to replenish their supplies,

However, not all of the city's inhabitants are spintual—or
even honest. A subset of the population sees religious pil-
grims as prey. These criminals run black markets dealing in
ilficit goods, but they also deal in faked artifacts, trinkets,
and charms. Many pilerims who believe they have purchased
sacred objects in the city’s bustling Holy Quarter, for exam-
ple, have instead acquired cheap forgeries.

TEMPLE OF THE KYBER

The Disciples of the Whills are members of the largest and
oldest known faith on Jedha. Their massive Temple of the
Kyber in Jedha City is the central focus of worship for their
creed. It is believed to be one of the oldest and most sacred
temples on the moon—and arguably in the galaxy. Its mas-
5we spkked tower demmates Jedha C]ty Its monks wear

forms Some carry a staff that burns a Qaten'l'en
which can also rnask their natural odors.




Average [0 . Leadership check v

Abilities:

Equipment: ©

PILGRIM [MlNION]

CATACOMBS OF CADERA 5 '
he headquarters for local resistance s :
berate iha from Imperial control NSCIp VTS
>d long before the
{ und for thou o N
f skulls line the el :
pe a noly site 3
. these forces frequently use extreme  here from Isde Naha as they believe Naledhas sia
ccuplers, including targeting civilians.  the First Light that their ancestors saw in the night
oUs prison in the catacombs, nick- death-worshipping Central Isopters seek out Jedha

use horrid creatures to torture those of violence and discord, the better to study morta
This has led to Saw's separation oblivion. That their own location would be th

are unifying into the nascent  destruction would likely be cause to rejo
na s eager to see resolved Brotherhood of Beatific Countenance, on the other

seek absolute concealment of Individuality, lead
SAW GERRERA [NEMESlS] o abandon their own names and adopt walling

identification. There are even rumaors that the undt
ne Wars, Saw Gerrera fought with Onderon.  Churchof the Force has members here. with bou

the Separatists. Jedi representatives trained  working from ISB-generated suspect lists after the
rgent technigues and strategies, and he has

ppIEd e same lessons against the Imperial military, and {
G the hight for Jedha against the Empire
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St but he remains a forcelul leader w"""”"””'l"-'||t’.|'|”1l'. ﬂmﬂ-’j L
Qeerile ‘,,'..,r.,',.llu-trr||r|pl ocds. His eRlreme lactics !I<IV1' '-.[JM 2 5 _ d
fum away ram other resistance p ‘ \ ¥ .
/ ) ASLENCE Groups, but his intelligence
gathienng eliorts, especially cont arning Geonosls, may prove }s:l':“:fl(g’roul? On:y];li 0ol Discipline. Koow
nowleage (Lore), Steetwise
Talents: Noje
Abllities: Faith in the Force [apnonents acd il

Avalushile o ending the Empire's now SUperwe

Apan

checks for mmking & pHErm sct against s b
Equipment: |ull body pligimage ot
ol Uy Gl ¢hockn Lv I umy o siecihie o




GETTING THE PLAYERS INVOLVED

| are: everywhere.
ther complication when
ve a y succeeded in accom
they think they have escaped
ze (illegal weapons, kyber crystals, etc]), a
ry security checkpoint forces them either to scram
er route or to bluff their way past the guards.

This scenario assumes that the Player Characters are mov-
oroup and are surprised to discover the temporary
ckpoint. If the PCs are split up, the GM may wish to have

a2 portion of the group confront the checkpoint. Alter-
vely, a separated PC or ally might alert the rest of the

his character could be monitoring Imperial frequen-
scouting ahead, or observing the marketplace through
2 droid. satellite, or macrobinoculars from a tower. In this
case, the challenge could shift to finding a route that avoids
the checkpoints or any other Imperial forces.

o

HEIGHTENED SECURITY

The scene opens as the PCs hurry through Jedha City's crowd-
{ace Passersby are hunched down and pointedly
OWn business. The PCs have a destination in
nd little time to waste in reaching it. Unfortunately, as
d 3 corner, they discover that Imperial authorities
king identicards and checking for contraband. Read

Jaraphrase the following to the players:

ed market

minding

an Imperial
A squad of

(@ ¢ @) Deception check

should be adt

IS a stanaard |

DENOUEMENT

The PCs gain 5 XP if they successfully elude the checkpoint
There may be no further ramifications if they bluffed, unless
their story fails a later check due to their actions. If they
flee, security remains at a heightened state as stormtroopers
search the marketplace for them—now with their detailed
descriptions. A firefight is certain to draw reinforcements
within a few minutes, giving the PCs only a moment [o plaj

their next move. e
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worid like countless others in the Outer Rim. Largely a
terrestrial planet, it is dominated by endless prairies and
diverse savannahs divided by long, low mountain ranges
and shallow freshwater seas. Curiously tall, conical rock
formations are a regular feature among the tall grasses
“and rich vegetation of the lowlands. Ranging from just

" a few meters tall to several dozens, the formations have

striped rock strata that make them stnkmg Iandmants
among the plains.and hills.

Lothal has been a largely unknown and lgnored back-
water agrarian planet for most of its history. Never a rich
world, it has a single major metropolis, Capital City, sup-
ported by smaller settiements and widely scattered farms.

Unfortunately, when times became particularly rough,

some of Lothal’s leaders turned to the Empire for aid.
While the Empire had some use for farmland, it became
particularly interested in the untapped mineral wealth
under the surface.

lmpeﬂal officials and interests quickly moved to Lothal,

and local officials who supported the Empire landed posi-

tions of influence and command. At first, Imperial promises
of new prosperity and aid brought offworld experts and
families attracted by the opportunities. Imperial institu-
tions grew stronger. Farmers sold their land, often willingly,
to take advantage of ostensibly better opportunities within
Imperial operations,

As the Empire's true plans became apparent, many
citizens became ingreasingly upset about the changes
to thelr world, New mines destroyed the old farms and

 orchards, leaving the landscape ripped up and worthiess

" Dust storms arose where none had occurred before. New

crops planted by the Empire to produce nutrient-rich food
mmmmmmmdﬂ
erals and nutrients, making it impossible to grow futwe
crops. Shantytowns sprang up where dtizens could ®
longer support themselves, or found their fortunes ruined
should they dare oppose Imperial plans. It wasat keg
before isolated individuals and groups tried to fight back
only to be crushed by Imperial might.

nmmmmmwm

Empire. Even under detention, they resisted. 0%
nizing a prisoner revolt. menm“
but their bravery and messages ave st

bered on Lothal, mumummnw
the Bridgers' m.mmwm M
broadcast his own influential ivessage

from Lothals Imperial M\ﬁl\m
hefore the Imwhhw&hﬂ

Ezra and the Lothal rebels Ight o



Talents:

Adversary | (uperade difficulty of all combat che

COMMANDANT CUMBERLAYNE
ARESKO [NEMESIS] e
F'-JL‘ 1 {1
tion checks made
Abilities: |Imperial iration (as an action, Pryce
may make an Average [@ €] Leadership check:
if successful, until the start of her next turn
all allied Imperial ct
within medium range may
change one 48 to one £}
once per round when
making a skill check).
Equipment: Blaster
pistol (Ranged [Light];
Damage 6; Critical 3;

Range [Medium]:
@ 14 Stun setting), code
: .~ cylinders, uniform
Skills: Charm 1. Coercion 2, Cool 2, Deception 3, DiSClE  j oa),
R I edge (Education) 4. Knowledge [War.‘are]_B,
ership 2, Melee 2, Negotiation 1. Perception 3, Piloting
{Space] 1, Ranged (Light) 3
Talents: Commanding Presence 2 (remove M W from
Leadership and Cool checks). Field Commander {make an
Average (@ ¢ Leadership check; up 10 three allies may
suffer 1 strain to perform one free maneuver).
Abilities: |mperial Intimidation (as an action, Arseko may.
make an Average [.0] Coercion check: If successful, chaf :
acters tarpeting him or his allies within short range add Il o
Wiesir sxill chiecks for the rest of the encounter),
Eguipment: Blaster pistol (Ranged [Light]: ngag_e
tal %; Bange (Medium], Stun setting), code cylinders,
{» | soak)

him to train the best and kick out the

. Aresko enjoys bullying his under-
-able citizens. He is not among the

racters

rilir .
o 1.8

6; ¢



MINISTER MAKETH TUA [NEMESIS]

AGLITY

BRAWN
-2 N
Skills: Cha
Talents: Improved Insp g Rhetoric (a5 an actior
K€ an Average (@ ) Leadership check cact
TOVe | strain or wound from one Y Within short ra
h £ re VES an additional strain or wound f
ected a difected allies ada D to all checks for t
10 Kill with Kindness 2 (remove Il Bl from all Charm

Abilities: None
Equipment: Comlink, assorted datapads.

daership checks)

RYDER AZADI [NEMESIS]

Azadi was the previous Governor of Lothal, but his support
for anti-mperial broadcasts (and the machinations of Arihn-
da Pryce] led to his arrest and imprisonment, He managed
L0 escape years later, and now is one of the main leaders of
Lothal's rising resistance efforts to thwart the Empire’s occu
pation through industrial sabotage and skirmish attacks

Skills: Charm 2, Coercion 1. Cool 2, Deception 1, Discipline
<, Knowledge (Education) 2, Leadership 3, Negotiation 2.
Perception 2, Ranged (Light) 1, Vigilance 2

Talents: Adversary | {Upgrade difficulty of all combat checks
aganst this target once), Cm'nrnandlr'ng Presence (remove | |
from Leadership and Conl checks),

Abilitles: For Lothall (wher making a Leadership check tar
getng Lothal natlves or other allies concerning the planet's
luture, Azsdi may spend 2 C 1o add @ 1o the results)
Equipment: Heavy blasier pistol (Rarged [Light); Damage
1 Critical %; Ranpe [Medium]; Stun sethingl, datapad, heayy
CloAhing &+ 1 seik)
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Lothal's straightforwa City Is ais
world’s largest us [

population, but it a
monly seen around the galaxy
percentage of older, mainly low-rise
actively being replaced by towering Imperial buildi L
need for more administrative space steadily nses. 2
the city's inhabitants are seeing traditional Lothat
adapting and changing in response to the ever-present ¢
of Imperial progress—and Imperial oppression

The city is home to most of Lothal's fnest
important institutions. |t holds the planetary go
the Imperial Governor’s offices and a major Imoe
son. The Academy for Young Imperials on Lothal 15 ¢
basic, but functional. It features an entrance pic
Ler, academic facilities, and flight and cade : =
While eligible cadets are recruited from across
many leenagers prepare by attending i
of Applied Sciences Those who don't Seek Img
or cvll service positfons still receive ntense
agriculture, engineering. mining
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HAVEN

IMPERIAL COMMUNICATIONS CENTER

LOTHAL DEPOT

TARKINTOWN

| had blam
the inhabi s were farmers and
r individuals displaced by Lothal's e ding industrial  deter attacks fron
ind mining activities. Tarkintown benefited from rebel
aid but ultimately paid a heavy price for that
association. Darth Vader had it destroyed
n retaliation for accepting that aid.
and to make it a vivid example of
the consequences of opposing
the Empire.

Ity 1S nee




MODULAR ENCOUNTER:
IMPOSSIBLE INTERCEPT

Since the destruction of the Imperial Communications (._cn
ter. Imperial administrators and military, along wnh. the m.b.l
of L L‘H';.']L have become dependent on recetving news, orders,
and data via hyperspace messenger droids. With the nsual
Imperial efficiency, the droids arrive at virtually the exacl
same time each day. The local rebels want to_m_tercepll one
to steal the data inside. but they need a specialized ship to
do it. As the droids have numerous failsafes ar*_»d protection
systems, the likelihood of success is very low. If the attempt

fails, a second one is even less likely to succeed.

INVOLVING THE PLAYERS

The PCs should be members of the resistance movement,
sympathizers, or perhaps exceptionally daring opportun-
ists. The crew needs an excellent pilot, copilot, and tractor
beam operator; a skilled slicer; and likely a gunner or two. If
needed, competent NPCs may fill some of these roles. If this
is the case, the GM is advised to have the players roll these
allies’ skill checks.

THE BROKEN BOOSTER

The rebel fighters on Lothal need to obtain an exceptionally
fast ship with the specialized slicing gear able to rendez-
vous and capture their target mid-flight. The Broken Horn
Syndicate (see page 82) has acquired the Booster BX,
a customized, speedy raider. It features a tractor beam, a
sophisticated computer array, and magnetized hull plates,
but its systems are incredibly finicky. Syndicate leader
Cikatro Vizago is readying it to perform fast slicing attacks
on his rivals’ smuggling ships, and then sell the data (via
third parties) to the Imperials. The Booster is currently at a
t_ﬂdﬂeﬁ_iheﬁ}af;s;yndagatetg ps airs are nearly
mechanics and the current crew servi

The local rebels informed the PCs that using th
tractor beam before slicing the droid will likely trigger
self-destruct system, a process that goes off in six ToUnds
close range, the slicer must attempt to override tha drai‘-:-
flight programming so the PCs can safely ca
takes an upgraded Hard (@ 4 4) Computers cheg
B added due to the time constraint. The PCs have 3 Sbe
cial dataspike prepared by local intelligence agents, Whic-
adds [OJ [ to the check. If the check fails, the drojg initj
ates Evasive Maneuvers and upgrades the difficulty of i
ranged attacks against it once. & on a failed check trigger
the self-destruct timer: a Hard (40 4 4) Mechanics Chec:
is needed to halt this explosion from occurring (if it explodes
the device deals 12 damage to all characters within eﬁgaged'
range). Success means the droid continues on a fixed path
@ causes the droid to heads toward the PCs, granting Qg
the tractor beam’s ranged attack. If the PCs attempt tq Use
their tractor beam before successfully slicing the droid, &
on the ranged attack also triggers the self-destruct.

k with

The droid is silhouette 2, speed 4. and rolls @ 4 for Pilor.
ing checks. It takes one round to pull the droid in and attach
it to the hull.

THE BOOSTER Bx

The Broken Horn has been using this highly modified vessel
for smash and grab operations on weapons depots. Few if
any other ships could possibly intercept one of the Imperial
messenger droids inbound to Lothal.
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OTHER WORLDS
m i a themselves caught up unexpectedly
n the growing rebellion against the

Empire, some to
jire effect. What a listing of severa| other loc
ome eftort by the Empire or resistance mow
ng the galaxy-shaping conflict

ANAXES ASTEROID BELT

Anaxes was an ancient Republic naval base in Azure sec-
tor that defended the Core Worlds from attacks along the
Perlemian Trade Route. While it worked largely on behalf of
local defense forces for centuries, it rose back o prominence
during the Clone Wars, when its shipyards, fuel and ordnance
depots, and officer training academies became critical
assets. The Confederacy’s Admiral Trench led a military cam-
paign against Anaxes during the Clone Wars' second year,
hoping to deny the Republic its valuable shipyards.

ollows s

ations
ement

Near the end of the Clone Wars, Anaxes suffered a cata-
clysmic event that shattered the planet. Though the exact
cause is unknown, the leading theory is that the shipyards
suffered a catastrophic main reactor failure that detonated
a massive stockpile of hypermatter. However, wilder expla-
nations abound, ranging from Separatist superweapons to
Jedi-engineered planetary collisions. What remains is the
Anaxes asteroid belt, a dense debris field that includes
thousands of planetoids, some large enough to support light
gravity and even a thin atmosphere. While scavengers comb
the belt for salvage, an intact, salvageable piece of the sur-
face is a rare find. Most asteroids are merely cooled chunks
of the planet’'s former mantle.

Most scavengers, however. avoid PM-1203, citing ghost
stories and other superstitions, Everyone knows someane
WHO knew someone who was the lone survivor of a scavenging
atlempt into the fort. Their wild claims about the bloodthirsty
ghosts of Anaxes soldiers scare most spacers off. The truth is
less supernatural, but every bit as sinister. An overwhelming
fyrnock infestation has kept anyone from exploring beyond
the hangar bay, but many believe priceless treasures lie
beyond. Rumors persist that the lower levels contain armor-
1es and military Intelligence databases from the Clone Wars,
and the wartime journals of prominent Jedi generals.

FYRNOCK [MINION]

Evolved from the same morphology as the pesky mynocks,
fyrnocks are silicon-based quadrupedal life forms that feed
on electrical energy. While not nearly as common as their
winged cousins, fyrnocks pose an even greater threat thanks
to their eagerness to feed on the bioelectricity most life-
forms possess.

Readily identified by their leathery purple- to brown-hued
skin and' glowing yellow eyes. fyrnocks also have razor-
sharp claws and teeth evolved to penetrate ship hulls and
generator housings. Fyrnocks never stop growing, reaching
gargantuan sizes if populations spread unchec This is
problematic, because they breed like womp: rats; several
fyrnocks can multiply and overrun 3 cruiser in

o




the Empire tore the statue down, Garel became a place of

test of the act, and several became sympathizers or joined
rebel efforts. Phoenix Cell made its home in Garel City for
a time, which drew the Imperial sector fleet. The increased
crackdown on suspected resistance activity birthed a more
formal resistance on Garel. Members of the Leonis, Span-
jaf, and Statura families have helped to organize and lead
the new Garel City cell and continue the resistance.

A barren, gray planet with a large, radiant moon, Mala-
chor is a key location in many ancient Jedi legends. Such
dark stories speak of the Great Scourge of Malachor, an
eons-past battle between the Jedi and the forces of a Sith
witch that involved archaic superweapons fueled by dark
side energies. Manyinterpretﬂnetal&sassimplelrakﬁng
fablsorauﬁonarystmiaforjediyounglings.butﬂ:ere
is always a bit of truth in legends.

The planet’s surface resembles an ocean of liquid carbo-
nite that has been flash-frozen. Small, solid stone foothills
matresembletinypyramidsarespacedequid‘lslanuyauoss
the terrain. Otherwise featureless, the planet exudes an
eeﬁequietOddIy.mefewvisitorswhoremmfmmMala-
morreporthavingsightedconvoree&»\longmecentral
latitude of Malachor is a large crater ringed by narrow
spires that look like giant nails securing a round coffin lid, as
though they were holding back Malachor's eons-old dead.

. Munication cyphers, leaked schematics,

SN
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Mbmmmm&:ﬂhh
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Phoenix Cell, mmmammh
mmmumun.muuuem.
mmt‘ummmumw“
be eradicated; mhﬁueﬂﬁﬁuﬁuubm‘
mmmﬂeﬂhmmbtﬁmt

THE RING OF KAFRENE

Spse;ofantypesarecmmnwmduwﬁ

nifests, and anything else to further their cause. Barter
B SECrets is the station's greatest industry.
For the growing rebellion, the Ring of Kafrene A
become a valued source for the latest i Wtet
ligence concerning the Ewpire’s grandRst
but territying naval plans. For the Evpit
though some wish the station
destroyed, the Ring is stil a

( way to track and capture i

tonist spies. Particulary o
Imperial agents mﬂ"'m
flowing information .
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¥ a glassy red, its gaping
iple directions, featuring fanged palps

deep underground, where
sue can reach ground water. The joopas
surface vibrations and treat most as 4
_or a potential snack. What few occu-
n Seelos have learned the hard way o steer
s the joopas inhabit, depending on the
f the mountains to keep them at bay.
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Skills: Athietics 2, Brawl 2, Stealth 3, Vigilance 2

Talents: Adversary 2 (upgrade difficulty of all combat checks
against this target twice), Silhouette 3. .
Abilities: Tunnel (can travel underground, treating terrain as
normall, Swallow (s an action, may make an opposed Brawl
check to swallow a target; swallowed characters are immobi-
Hzed and suffer 6 damage at the start of each round but can
escape |f the joopa worm is killed of by makinga 5u;cessfui
Hard (@ ¢ ) Athletics check), Unruly % (upgrade difficulty
of Survival checks to tame a joopa thregtimes).
Equipment: |4sh tongue (Brawl. Damage 5; Critical 5
Range {Short], Ensnare), swallowing maw (Brawl, Damage 5:
Crtics ), Range [Engaged); Burn 4), scales (42 soak, +2
fraien aelenise, 41 faﬂﬂﬁ'd j‘Jf:f{fﬂSﬁ}_

ABILITY

BAAWN

Skills: Astrogation 2, Knowledge (Ed i) 3. Mechanics
4, Perception 3, Vigilance 2

Talents: Adversary 1 (upgrade difficulty of all combat checks
against this target once), Natural Tinkerer (once per session,
may reroll one Mechanics Check}.
Abilities: Amphibious (Mon Calamari may breathe under-
water without penalty and never suffer movement penalties
for traveling through water), Prototype Engineer 2 fonce per
vehicle, can make a Daunting (¢ ¢ ¢ €) Mechanics check
and spend ¥ to add a permanent hard point 1o the vehicle,
to a maximum of two additional hard points; & & can be
spent to add permanent B o Mechanics checks made o
affect that vehicle)

Equipment: Astromech droid, caveralls, tool kit

NAVIGATING SHANTIPOLE

irling winds. If a pilot
altitude of the fingerlike roc
difficulty a third time. Thick
Cler (1]

ibility, i







n a galaxy made up of countless worlds, organizations
help bind them and their populations together. For most
galactic denizens in this era, there is only one organiza-
tion: the Empire. It is still a young government, especially

t Republic that -

when gompared to the ancient, stagnan

it ff?al:ut such is its omniprésence that it already

feels filie the Empire has been in power for ages. Signs

of its control exist everywhere, from graceful banners fly-

ing on opulent Imperial facilities to stormtroopers aggres-
 sively patrolling dusty. streets to. Star Destroyers casting

long shadows over cities. Crowds cheer at para

up to join its ranks, but enthusiasm is diminishing as the

Empire’s true nature becomes revealed. :

Though few still isnow of it, and fewer ‘are part of_it, th
growing rebellion is becoming 2 galactic-wide organization
as well, It is still more a loose affiliation of resistance cells

than 2 unified fighting force, but is growing stronger with
each victory. Despite the increasing polarization of the gal-
nizations, though, there are

axy into these two major 0rga
st independent groups. Out for singular goals or crimi-
nal ends, these organizations act for their own self-interest
even in these days of the looming galactic il war

des and line

“Rebellions are built on hope,”

This chapter gives an overview of these major organi-
zations and their prominent members. It begins with the
massive Imperial bureaucracy, often the most visible face
of the Empire’s rule. The more increasingly noticeable fac-
et, though, is that of the Imperial military, which is detailed
along with the Imperial academies that feed fresh troops
into its war machine. The dreaded Internal Security Bureau
is also featured. Its agents are everywhere, it seems, to
ensure proper loyalty. Even more terrifying. however, is the
secretive Inquisitorius, dedicated to hunting down surviv-
ing Jedi and capturing Force users for the Emperor,

_Included in this chapter is information on the makeup of
the emerging rebellion in these early days. This features
the role of cell leaders and background on two of its more
famous fighting groups: Phoenix Cell and the Spectres.

Lastly, the chapter covers independent groups, such as
the Broken Horn Syndicate, the Free Ryloth Movement,
and the Mandalorians of Concord Dawn. There are even
those individuals who eschew any organizations at all and
make their own singular (and profitable) way throughout
the galaxy. These range from the piratical Hondo Ohnaka
to the charming smuggler Lando Calrissian, any of whom
may switch from ally to rival at a moment's notice,
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actively sup-
s pragmatism.
-—asmecially
e. Many truly
1d grow yjmet,'

The [-V.r erial S‘:

ate is the most prominent remaining
institution adapted from the Republic. After his initial seizure
of power, Emperor Palpatine needed the Senate in order i
retain control of the myriad star systems still reeling from
the sudden collapse of the Separatists, the end of the Clone
Wars, and the purported betrayal of the Jedi. The Senate
serves as a tool for implementing and supporting Imperial
edicts. It is often manipulated to enact reforms desired by
the Emperor but not always publicly suggested by him.
The Senate also serves as a venue for unhappy worlds to
voice their concerns and demands for change. It can give
the appearance of reasonable consideration, even while the
Emperor ignores these issues. It's also useful for revealing
foes and potential traitors to the Empire.

The planets and organizations within the Core Worlds
easily benefit the most from Imperial power, but there are
other sectors, systems, and institutions scattered through-
aut other galactic regions that can claim similar advantage,
il not prestige and status, Imperial science and industry are
top-nolch. Academic institutions range from competent to
“lile, though nearly all have an Imperial slant to their subject
miatter. Businesses fourish, espec ially those with the right
connectons 1o Imperial power,

strength and mﬂ'uence naturally wane in the vast expar:e of

the Outer Rim. but the Empire doesn't hesitale {0 exernis.,
power anywhere it needs to g0 to defend itself or to expiot
a world for its benefit. Those who dare oppose it, from petty
criminals'to organized insurrectionists, find themseives 1
brutal labor camps, such as the one on Woboni, or S
dead. Few within the Imperial ranks currently believe t“e"_
is anything that can keep them from retaining and growios
their power across the galaxy.

BUREAUCRACY

Might, military, and fear tactics are the most QbVIOUS =°
ments used to control the Empire, but it is the Massive &°
axy-spanning bureaucracy that keeps everything runnins
a day-to-day basis. The Republic governme
had been rife with corruption and exploitation, but _
rial successor purged many of the worst and most o ‘_'
transgressions. Strict enforcement of the rules is but ¢
play of Imperial strength, and it is one that all clti®™ "
see. While enforcement isn't perfect, and corrupt ©
still exist, problems vary by department and locatie?
palaxy, For everyday citizens, the bureaucracy 18 sO7
that must be dealt with and is often feared

Y
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GRAND MOFF WILHUFF
TARKIN [NEMESIS]

Skills:

Skills: Charm 3. Coe

Talents: Adversary 2 {upgrade diff

an

resence (At the beginning of an

h lly within mediurr {iC encolinten
ach enemy and ally within medium
in communication with him makes a Hard (4 ¢ ¢) qulrr;f?\thi
D:scnpllne check as an out-of-turn incidental. Allies who suc- o
ceed add automatic £} to any skill checks they make until
: ie encounter. If they succeed with @, they add
1atic >:s instead. Enemies who fail add automatic &} to
skill checks until the end of the encounter. If they fail with &,
they add automatic Y instead.).
Equipment: Imperial Moff's uniform (+ 1 soak), encrypted
comlink, code cylinders.

diplomatic comlink, secret encryp

COMPNOR

COMPNOR is the Commission for the Preservatiol
New Order, the organization primarily responsible
moting and building up the ethics of the New
galactic society. Originally a social club that attracted
people dedicated to supporting the new Empire. ( OMPN
was quickly and secretly co-opted by the Empero!
his guidance, it soon became a powerful and domi
ment of the Galactic Empire.

GALL TRAYVIS [NEMESIS]

Call Trayvis Is an Imperial senator who for a time hijacked
holofeeds Lo broadcast messages of resistance against the
Empire. He inspired sympathizers across many planets to COMPNOR is the largest division of the

stand up against tyranny, until the Lothal rebels revealed  cracy. Its influence touches all levels of society. it
hirm to be a double agent working to draw out the same for  sciences, to youth education, to law enforceme!
arrest. After that, he publicly claimed to have returned to  Imperial Security Bureau (see page 63) g

the Imperial fold. functions. The organization has five major se
by a secretive entity known as the Select Con

Select Committee orders filter through !
but no one knows its exact stit ¢
Select Committee may run from a few hundred
thousand members, but it refuse

CGAMITATIGNS
D OF RERELLIOW



« SAGroup

Coalition for Progress: This organ

survelltance network

1 rhe W ™ . i
1€ agevelopment of art, science

ierce, and law enforcement. Informa

s activities 1s forwarded to the 1SB

It cultural shifts

inst the New Order

r Improvements

ed to the Coalition f

« Coalition for Improvements: The Coalition for Improve

ikes a long-term approach to aligning wayward
1 the New Order. Import:

3 subt

1t systems usually
r approach, while remote or unimport

t systems I

y suffer more radical (and darkly oppres
sive] methods to bring them into compliance with the
New Order norms

« CompForce: Serving as the military troops of COMP-
NOR, CompForce members are extreme adherents to
Imperial ideals. The regular Imperial military dislikes the

etition and the organization's arrogance Mem-

of CompForce’s Observation subdivision keep an
eve on. and within, military units and starships, essen-
nally as loyalty spies. Those in the Assault subdivision

Jre lucky to survive its harsh training methods. Target

selection for Assault missions often appears more a

matter of attending to personal vendettas, though, than

missions to defend Imperial security

¢ Imperial Security Bureau: The ISB is the Empire’s mas-
sive intelligence gathering, law enforcement, and loyalty-
monitoring bureaucracy. It began asan organization that
observed political developments for adherence to the
New Order, but quickly turned into the Empire’s main
investigative force. See page 63 for more on the ISB.

IMPERIAL INTELLIGENCE

Imperial Intelligence is the direct descendant of the Repub-
ur competing intelligence agencies. To preve_m corrupt
Senators from using only the agencies they preferred, the
ntelligence heads combined forces around the time the
1 took control. Unified under a group known as the
Shiatorate, Imperial Intelligence monitors organizations.
enemy forces, governments, and corporalions. “Tll'??f'd|

sence agents generally regard their COMPNOR coun

. e RATE n
soarts as inefficient and ineffective f.U'“P-'-‘”*d to their OWr

e r
Dert

(e aricd thi “.r!,-'.rll)"

Adjustments:

Internal Organization Bureau (I

ntOrg): IntOrg runs

L ] i ence (INtS inc counter

Analysis: Analysi

- AMOuUnt

dl SCOpE ¢«

activity, industrial ar

assassinations.

Intelligence: Inte
Sis and uses it
reports to offici

own branch for this purpose.

Sector Plexus: Sector Ple
communications throught :
network of communicatior oids, the HoloNet, and
the Imperial Compulink. It also serves as the conduit of
information to the System Cells. These cells are secret
four- to twenty-person units established throughout
Imperial space. They carry out orders from the Ubigtor-
ate at a local level.

/. 1t uti s a vasl

EVERYDAY INTERACTIONS

m ost citizens don’t have reason to (knowingly)
interact with the intelligence services or law
enforcement, but they still deal with Imperial
bureaucracy each day. Local government, licenses,
customs declarations, taxes, and other services all
deal with the bureaucracy. Other services include:

Diplomatic Service: Diplomats are used
throughout the galaxy for intergovern-
ment and large corporate negotiations.

Imperial Revenue Codes: Everyone must
xes. and those on the shady side of

Imperial Survey Corps: Exploration con

1es throughout the axy. The Sur

unexplored system to investigate it for

resources to exploit,




IMPERL

FOUNDATION

ne Impe

os in the ranks as officers were p

loyalists, some- with

gnce. u

and replac Imperial
military The
Were phased out, forcibly retired, and re ith cheaper
fAuman conscripts. Diehard Separatists rose up against Impe-
rial power, ar'-d traitors were everywhere, a constant threat
to the Emperor’'s hegemony. Eventually, the core of Imperial
space was pacified. The Imperial military finally shrugged off
the last vestiges of jts Republic ancestry and came into its
@{m as a modern fighting force.
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[0 no

quitous clone troopers
placed wi
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mand for the Stormtrooper Corps.
descends through officers leadin e militar
ing size, until the responsibility for fight
enlisted soldiers or naval troopers
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BRANCHES AND PERSONNEL

The Imperial Armed Forces consist
main branches: the Imperi y
Imperial Navy. Each of these bra
contains numerous subo It
as the Armor Corps, E
Naval Intelligence, Imperial Manines
Byriad other military specialty grous
Both branches have their ow
Lol command and sphere
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1 planetary force. Once the

stormtrooper Corps
vade and establish a beachhead.

be occupied and developed as

IMPERIAL STORMTROOPER CORPS

S 15 the terrifying, implacable face of
lorces, Its members are the Emperor's
y loyal shock troops whose primary mission is
will on military and civilian alike. Culled from a
isand Imperial worlds, stormtroopers occupy cities, hold
territory, keep the peace, and ensure that victories remain

ictories. While lacking the superb skills of clone troopers,
bers are limitless and their overwhelming might
ipossible to counter

ne \mperial arme

nearly i

Stormtroopers are the tip of the Imperial military’s spear:
the first troops into hostile territory, the first to board enemy
ships, and the last ones out once the fighting is done. They
are trained to hit hard and fast, using overwhelming force
and superior tactics to completely eliminate their enemies.

Within the ranks of the Stormtrooper Corps are nuUmMerous
branches dedicated to specific types of warfare
are sandtroopers, who specialize in desert warfare;
Iy rne JumpLtroopers; scout troopers, who act as
he eves and ears of stormtrooper units; amphibious swamp-

d many others. These specialist stormtrooper
Stormtrooper Corps extremely versatile.
With tt mix of standard stormtroopers backed up with
an Imperial invasion force can take and hold

in the galaxy.

on every Imperial world,
alty is suspect. Thus.
pers infrequently at

i inits are stationed
on worlds where 10y

~ \ 1 ae stormiroo

Core W ns might see storm oo N,
e fin ging any concerns of Imperial abuge:: anr:i
heavy-handed enforcement. Farther from the core, though,

patrols regularly police city ;Lr'eets_ a‘_wmbler
Y onitering for any signs 0
jately against anyone who
far-off planets in the Outer
s as they try to

stormtroopes
reminder that the Emperor 1S [T
sedition and will respond |mm¢U
dares resist Imperial rule. Even in |
have not encountered Stormtrooper
g0 about thelr normal business,
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ARMOR CORPS

ne of the most feared mi.ILl'alrIy
and highly pr'ol(!slsmrm /
1ins the Empire s fleet

" "‘-F“" al ﬁ"”-';_’ C{"l]r) 50
Highly trained

frces in the gaiaxy
: alnte
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THE MARITIME DIVISION AND
THE ARMY AIR CORPS

w hile the Army is made up primarily of infantry
Iand armor units, it also possesses a handful of
special units that fall outside of these categories.
Of these, the Maritime Division and the Army Air

Corps are perhaps the most visible.

Tr1e Maritime Division is responsible for maintain-
'ﬂg order on planetary waterways. Operating a
dwerse fleet of surface ships—from waveskimmers
to_ aircraft carriers to submersibles—the Maritime
Division fights on, in, and beneath the rivers, lakes,
oceans, and wetlands of Imperial worlds.

The Army Air Corps consists of airspeeders and
TIE series starfighters detached from naval service.
Concerned primarily with supporting Army opera-
tions, the AAC's charge consists mainly of ground
attack and air support missions.

of fishting vehicles, While it is primarily known for its impos-
ing walkers—the AT-AT and AT-ST especially—the Armor
Corps also operates tanks, armored troop carriers, infantry
fighting vehicles, combat speeders, and other heavily armed
and armored vehicles. They are the hammer to the infan-
try's anvil, supporting stormtrooper advances and engaging
enemy armored vehicles in pursuit of Imperial hegemony

The Armor Corps also contains the Imperial Artillery
Corps. Imperial Artillery operates all medium and heavy
artillery pieces in the Empire’s arsenal. This includes station-
ary and emplacement pieces like the 1.4 FD P-tower anti-
vehicle laser cannon and mobile artillery like the Golan Arms
SP.9 and the SPHA-T

SPECIAL FORCES COMMAND

Special Forces Command is home to the Imperial Army’'s
various commando units. Collectively called Imperial Army
Special Missions troopers, these deadly clandestine warriors
are primarily deployed to handle high-risk, black ops-style
missions. Within their ranks are sniper teams, infiltrators,
saboteurs, commando teams, assassins, slicers, and other
specially trained personnel. They perform their missions in
the dark, behind enemy lines, and each knows that they are
disposable and deniable assets.

ADDITIONAL ARMY UNITS

The Army Engineering Corps is responsible for building
Imperial, and destroying enemy. infrastructure and mate
riel. The Imperial Army’s Military Police force is one of the
most feared and respected law enforcement agencies in
the Empire. even though stormtroopers act as the most
visible policing units on many worlds. Along with these are
countless less glamorous units—such as administration and
general maintenance—that are still vitally important to the

Army’s mission.

ORGANIZATIONS
DAWN OF REMELLION




IMPERIAL NAVY

Cruisers, g,r,t-’:as, utu, craft,

nce ships. The exact compost I_or andr a fleet’s
Su J,)Gf”l"’.g ships can vary greatly, though, d epending on the
fieet’s mission as well as the political power of ifs commander.

IMPERIAL STARFIGHTER CORPS

Onice a separate fighting force in the Republic, the Imperial
military’s new doctrinal reliance on capital ships forced it
under the command of the Imperial Navy. Almost exclusively
made up of TIE series starfighters, it relies more on numerical
than vehicle superiority in engagements. Star Destroyers and
othier major ships can carry TIE fighters in great numbers.

Attending any of the Navy’s academies, Imperial pilots are
put through an intense training regimen designed to weed
out the wezk and hone the combat abilities of the survivors
10 2 keen edge. Once they graduate, the freshly minted
pliots are assigned to a ship’s air wing or a2 naval aerospace
station to begin their career fighting for the Emperor.

The Impenial starfighter pilots consider themselves the fin-
£st In the galaxy, and they are often right. They see the harsh
conditions of their service and the fragility of their TIEs as
badwsof nhonor rather than obstacles. In their eyes, skill and
talent wins engagements rather than shields and armor. The
fact that they onily sortie when they outnumber an enemy
by 2t least three 1o one and that they have a staggering loss
mmn conveniently left out of these arguments,

NAVAL INTELLIGENCE Aﬁguq

ADMIRAL KASS|ys
KONSTANTINE [NEMES|s]
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his command

Currently the commander of a small anti- smuggl
force in the Outer Rim, Admiral Konstantine leads f
bridge of his flagship, the Imperial I-class Star Destro
Relentless. In concert with ISB Agent Kallus, Konstantine
been dealing with a sharp rise in insurgent acr.i=.-'=r-_. 0

Skills: Astrogation 2, Coercion 2, Cool 2, Deceptior 3
cipline 2, Leadership 3, Knowledge (Warfare] 2, Negois™
3, Perception 2, Vigilance 2.

Talents: Adversary 1 (upgrade the difficulty of 34 g
checks against this target once), Command | (39¢ D_.
Leadership checks; affected targets gain [J on DS+
checks for the next twenty-four hours) .,
Abilities: Never His Fault (When Konstantine would “‘
strain after being targeted by a social skill check, 7€ ¥
dinate within short range suffers that strain insted?
Equipment: Admiral's uniform (+ | soak), datapad

it



GRAND ADMIRAL THRAWN [NEMES|S]
CHIMAERA

n himaera is a Star Destroyer currently assigned
to duty in the Outer Rim Territories. The flag-
ship of Grand Admiral Thrawn's anti-insurgency
task force, it is a powerful symbol of the Emperor’s
_reach and the Imperial Navy's strength. Laid down
Just after the Clone Wars, Chimaera is a first-gener-

ation Imperial I-class starship with an impressive
Service record and list of Imperial battle citations
as long as a Wookiee's arm. It is currently under the
command of Flag Captain Albus Marinith, an old
and reliable Imperial Navy officer, at the request of
the Grand Admiral himself,

e W When Thrawn moved his flag to Chimaera at the
' start of the Lothal campaign, he made a number
of changes to the ship to suit his tastes. The most
prominent of these changes involved renovations
al wi to his private suite of staterooms. He moved much
ve understanding of his art collection to his private cabin, and had a
S iNto combat or combination study-art gallery built aboard where
Jalactic culture does he can meditate on his foes and concoct new com-
to perfection bat strategies.

4 d his

its art and culture B
ponent. While Grand Admi Equlpment:.l_
: Damage 5; Cr
Stun setting), Gr
uniform (+ 1 soak],

rough

arce operatives, his dan
ing to spread thanks to his activi

he Seventh Fleet at Lothal.

1 Admiral’s

Skills: Astrogation 2, Braw! 2, Charm 3, Coercion 3, Cool

’ L < Z
4 Discipline 4. Leadership 5, Knowledge (Education) 3,
) (Lore] 4, Knowl

(Outer Rim) 4, Knowledge

= ) Jigilance 4
Tale.ﬁts;: il ; 2 (upgrade difficulty of all combat
roet twice), Command 3 (add CIE1E]
affected targets gain [ ][ on Dis-
the next twenty-four hours), Command-
wve up to [l Il from all Leadership
\odv's Fool 2 (upgrade difficulty of
\ d Deception checks made against

o)

Abilities: War (once per session, Thrawn may
“zkc 2 Hard (4 4 4] Knowledge [Lore, Outer

Rim_ o Xenology] check to gain insight on 3 particté-
S e oy fecies. or eroup; for each nel #- ad

2 atic .{3 10 all skill checks Thrawn makes against
somonent species, or group until the end of
i ', ision (may remove 'y added 1o

Us e 1 i,y-f::r(_;r-'}r!;!'."-J



MILITARY ACADEMIES

y members have ioined

or fear of engaging in hostilities against their own blood.

ACADEMY FOR YOUNG IMPERIALS

Located in Lothal's Capital City, the Academy for Young
Imperigls provides a baseline education for teenage Impe-
nal students. In addition to indoctrinating cadets with Impe-
nal philesophy, the academy’s curriculum includes strenu-
ous mental and physical training and testing. The primary
focus is to identify students with leadership or Special Forces
potential so that they can be directed toward officer training.
Less gualified students enlist directly in the Imperial military
as stormtroopers.

During their year of rigorous training, students work in the
field with the Imperial Army on Lothal. Most assignments are
routine functions, including guard duty within secure areas,
deliveries of low-priority materials, and basic maintenance.
However, some students come into direct physical conflict
with the planet’s traitorous elements. In these cases, they
gain valuable experience using Imperial weapons under
combat conditions. Such conflicts also factor into assess-
ments, enabling instructors to more easily identify high-
potential candidates,

Abilities: Force

CADET JAI KELL [Rivay,

IS, Jai Kot o
e

CADET ZARE LEONIS [RIVAL]
t and a resistance sy mpathizer.
came in itact with Phoenix Cell while a student at the
Academy for Young Imperials on Lothal. He had enrolle
the academy to try to find his sister Dhara. who |

appeared from the same school previously. Followi
Leonis feigned Force-sensitivity and accepted a tr:
Arkanis Academy. Throughout his search. he has rema oG
willing to work against the Empire and aid Phoenix Ce
He has readily accepted the personal risks associated with
working against the Imperial Academy system from within :

( 0 | 0 ]
Skills: Athletics 1, Cool 1. Ranged (Heavy) 1, Vigilance 2
Talents: Clever Solution (once per session, may make 0%

skill check using Cunning instead of the linked charact
Abilities: None.

Equipment: Cadet uniform and helmet (+ 1 soak)




._ { swr . - ¥ .I. mg_ﬁ o : & -__“... .
Damage 6, Criti;Me [Medium]; Stun

setting), Taskmaster uniform (+ 1'$0ak), comlink.

SKYSTRIKE ACADEMY

Imperial Cadets who demonstrate exceptional aptitude as
starfighter pilots undergo additional training at Skystrike
Academy in the Montross system. Only a small subset of
the school’s cadets graduate from the intense program,
because Commandant Relik wants his graduates to com-
prise the very best fighter pilots in the Imperial Navy.
Students initially train in simulator pods before beginning
hands-on training in starfighters including TIE fighters, TIE

-‘.'I'!E interceptors.

y's grounds are aboard a huge station float-
pss's upper atmosphere. This isolates the
W outside influence, giving instructors more
eir interactions and education. The curricu-

lum inclug sycrlologicat testing to verify that cadets will
follow orders unflinchingly. These include commands that
test students

are in violation of standing regulations to fest Stut
responses. Educators have little tolerance for_lnittatwe or
independent action, preferring pilots who strictly adhere

to Imperial standards.

CADET WEDGE ANTILLES [RIVAL]

Wedge Antilles, a talented human pilot from Corel.'lan.‘-s‘tcijiest
played superior skills that earned hlt_-n a slot as an{cm .
# Skystrike Academy. Even at that time, his delvo i
the imperial cause was fimited due to the suffering

friends and family under the Galactic Empire. In the wake
of an Imperial massacre near Teralov, Wedge and several
other Skystrike cadets contacted a Rebel operative about
defecting. In response, Phoenix Cell infiltrated the acad-
emy and escaped with the sympathizers, though one died
in the process. The survivors joined the resistance move-
ment as pilots, where their skills will surely be of great use
against the Empire and its creations in coming battles.

Skills: Cool 1, Gunnery 2, Piloting (Planetary) 2,Piloting
(Space) 2, Ranged (Light) 2, Vigilance 2.

Talents: Brilliant Evasion (once per encounter when pilot-
ing a vehicle or starship, may select one opponent and
make an opposed Piloting [Planetary or Space] vs. Pilot-
ing [Planetary or Space] check; if successful, the oppo-
nent's vehicle or starship cannot attack the character's
vehicle for rounds equal to ¥¥).

Abilities: None.
Equipment: Light blaster pistol (Ranged [Light]: Damage

5. Critical 4; Range [Medium]; Stun setting), Imperial Navy
flight suit (+ 1 soak).
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THE ACADEMIES OF ARKANIS

Arkanis sel

Capital of both the Regency Worlds and the
tor the rain-soaked waorld of Arkams 15 the thronewori
‘ 1 etaren with the
of Empress Leeya, who has al ied her dominion Witl

of Empress Leey: il 4
Galactic Empire. In exchange for moderate Imperial t ixati
il npil ¢ g

; the e
nd continued use of Arkanis as home o part of the ImE

fal cadel system, the Empire grants the Regency Worlds 2
The two academies hosted here,
ademy. produce
cts of

measure of independence. )
Arkanis Academy and Vensenor Flight Ac |
rsonnel but also are the subje

exceptional Imperial pe :
accusations

manyv uncomfortable rumors and

ARKANIS ACADEMY

Established several decades before the e
Wars. within an ancient fortress built by a lo .
cies. Arkanis Academy has a proud heritage p! pr(lducrtwg
cadets who value leadership, loyalty, and (1|5t|p[tnﬂ. The facil-
ity is set in an especially rainy part of the continent between
forested ‘mountains and cliffs overlooking the grey, angry
sea, where carnivorous marine life threatens the shores. The
world’s hostile wildlife keeps cadets effectively isolated from
outsiders. Commandant Brendol Hux oversees a curriculum
that combines theoretical studies and field exercises.

nd of the Clone
ng-extinct spe-

Training focuses on ground maneuvers, often on diplopod
beetle mounts, and joint exercises with the orbiting Vensensor
Flight Academy are common. As primarily a senior academy,
it trains students who have already completed a course of
training at one of the Empire's junior academies. In addition
to housing some five hundred cadets preparing to serve the
Empire, the academy supports nearly one hundred teenage
junior cadets. Live-fire exercises are common, and trips to the
nearby high-gravity planet of Sirpar test the cadets’ mettle.

Arkanis Academy is as rife with secrets as it is with tradi-
tion. Rumors circulate concerning a secret society of cadets
who partake in lethal extracurricular activities, answering
only to Commandant Hux. Students whisper of activity at
Area Null, a stone tower with restricted access. Some claim
it is home to Project Harvester, a secret Inquisitor program
searching for Force-sensitive cadets. Others claim that Area
Null supports Project Unity, in which wayward cadets are
lobotomized as a form of rehabilitation.

SCAPARUS PORT

Scaparus Port is a small coastal spaceport two kilometers
from Arkanis Academy. Largely an academy support town,
it provides instructors and students with a place to blow
off steam and features a market where they can resupply.
Nestled in a gap between two cliffs near the shore, the town
also caters to the local fishing industry. Crude mechanical
replacement limbs distinguish many of the locals from out-
siders, and most have stories of fishing trips gone awry.

While most visitors to Scaparus stop there simply for a
warm cup of caf or fresh jogan fruit, most academy per-
sonnel and cadets are seeking contraband, In addition to
a vanety of smuggled black-market goods includ'in'g holos
music, and games, Scaparus Port also has private Io_n'g-rangé
comms systems available to rent at places |ike Jasko's. ééi"ng.
able 1o hold unscreened, private conversations is a luxury for
sume cadets, and a necessity for those with ulterior mat'lvés.'

OR FLIGHT ACADEMY

VENSEN
sasrd th YT ned Venotor-class o
ased 100ald L b ; 35 S
11‘-\‘. yrbit around the planet \;ﬁrliﬁnw
S e f the Imperial Academy eye
Flight Acagaemy | X y 4 SYStem
which trains naval o , and pilots. Deployed on the Vense

nor during the Clone Wars as a starfighter ace, Cm”ma"'“a'-r
fnatian o N AR tiddf
Bythen Forral still prefers to go by his Republic Nayy tank ar

ral often uses the academy’s Corellian copyen

captain. For :
Gallant for personal business His devil-may-care attitud
helps inspire students to find unorthodox solutions to aﬁ.l.
problems facing therm.

While many of Forral's cadets struggle to maintain 3 g,
tary bearing or follow obscure regulations, his graduatec
receive far more combat decorations than average Hoy,
the academy also produces more defectors than any
school in the Imperial Academy system. While invest
have found no evidence of wrongdoing, the ISB believes ¢
Forral's emphasis on independent thought is the root

of treason.

The truth is that Proctor Gola Chall, a deep-cover resc
tance recruiting agent, facilitates most defections from
academy. She has operated in secret at the acader
years and enjoys the absolute trust of the commandan:
Lately, Chall has been watching one cadet with keen interest
but so has Commandant Forral. The youth is popular with
the other students, and he has all the makings of a legendary
starfighter ace.

ROYAL IMPERIAL ACADEMY

One of the most prestigious schools for Imperial Navy
cadets is the Royal Imperial Academy. Part of its prestige
comes from its location near the Imperial Palace on Corus-
cant. Navy officers who complete the three-year program
receive higher-profile initial postings. The schaool's curricu-
lum is so rigorous that nearly half of each class fails out dur
ing each year of enrollment. Students are constantly evall-
ated and ranked for their academic achievement as wel as
for adherence to the school's rules and standards. Such are
its standards that some are picked out to become agents o
the Imperial Security Bureau.

While the academy provides a solid grounding in mat™
ematics and the sciences, its primary focus is practical 7
tary training, including piloting and physical fitness. Inste
tors include civilian experts and Imperial officers who &°
evaluate cadets more practically. The Office of Stude™
Outcomes focuses upon redirecting cadet loyalty away o7
their factional groups—including homeworlds—and A
the Galactic Empire as a whole:

naimic

Under the oversight of Commandant Deenlark and 737+
tors including the highly decorated Admiral (fate 58 47
nel) Wullf Vularen, the academy has produced man &7
nent graduates since its establishment in the early V&
the Empire. Many, like ISB Agent Kallus, have gon¢ &
highly loyal and productive careers serving the EMPTE
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Hull Type/Model:

Manufacturer: Si

Hyperdrive: Primary

Navicomputer: Ves.

Sensor Range: Medium

Ship’s Complement: One pilot

Encumbrance Capacity: 8

Passenger Capacity: 0.

peror has trained De their I mis-  Consumables: Two days.

s Inauis - jually and Price/Rarity: 150,000 credits [R)/6

Customization Hard Points: 0

W Inquisitors to Weapons: Twin forward-mounted medium laser
(Fire Arc Forward: Damage 6; Critical 3: Range
Linked 1).

THE SPIRE XX-23 S-Thread Tracer (Fire Arc Forward; Damage —: {

cal —; Range [Close]: Guided 3, Limited Ammo |

ing information, hiding
s from their fell

OwWer or reputation

Stygeon Prime is a desolate world in the Outer Rim. It hous-
es one of the galaxy’s most isolated and Secure prisons: the ADDITIONAL RULES
Spire. During the Clone Wars, Darth Sidious controlled the  xx-23 S-Thread Tracer: This missile contain

structure through the Confederacy of Independent allowing the target's movements to be tracked regardiess
ystems. He used it to imprison his former apprentice, Darth 7 ;

&Ir O IR where it travels, Including through hyperspace
Maul, necessitating that its security systems could contain a ‘ '
siiled Force wielder. With the rise of the Galactic Empire, the After a character makes a successful combat chet ot
| Emperor has added a significant Imperial military presence N XX-23 tracer, he may make an Average (¢ @ Asn_w"
o reinforce the prison's security. This includes TIE f‘ig!l[t‘.rs_ tion check (o determine the target’s location anywix
OOPErS, and SUPport elements the galaxy until the tracer is removed
GG ZATIONS
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INQUISITORIOUS FORCE POWERS

n Il Inquisitors so far encountered appear to be
Powerful dark side Force users, none more so
than their leader Darth Vader.

The_Force powers presented for the NPCs in this
sgctlon are not meant to be all-inclusive, though,
given the power these characters possess, As such,
GMs should consider granting additional Force
Qowers Or upgrades, and other abilities when they
fit the situation or campaign, so as to always make
the;e NPCs the unique and extraordinarily power-
ful individuals they are depicted as in Star Wars.

All NPCs in this section have the following Force
powers, as well as any included in their own specific
entries. Note that some NPC entries have addition-
al upgrades for their powers as well.

®* Enhance: When making an Athletics
check, the character may roll an Enhance
power check as part of the pool and may
spend @ to gain 3¥ or £} (his choice) on
the check.

Move: The character can hurl objects by
making a Move Force power check and
rolling a ranged attack as part of the
pool. The attack’s difficulty is equal to
the silhouette of the object being thrown
(default is silhouette 0) and only succeeds
if he can also spend enough @) to move the
object. The attack deals damage equal to
silhouette of object times 10 [silhouette
0 deals 5 damage] plus one per 3. To
throw multiple objects, he must generate
enough @ to move multiple objects, and
must use rules for Auto-fire to determine
difficulty and targeting.

e Power. Vader may spend (D to increase the
nower's range to medium range or spend () increase the size
éf the object he can move to silhouette 4.

Sense: Force Power. Vader may spend (P to sense all liv-
ing things within' medium range of himself [including animals
and sentient beings), and spend (P to sense the current emo-
tional state of one living target with whom he is engaged. He
may not activate either ability multiple times
qulipment: Custom lightsaber (Lightsaber; Damage 10;
Critical 1: Range |Engaged]; Breach 1, Sunder, Superior,
Vicious 2), armored robes (+2 soak, + | defense)

Move: Fi

GRAND INQUISITOR [NEMESIS]

it is believed that this Pau'an was once a valued member
of the Jedi Temple Guard. but fell to the dark side of the
Force the more he grew to believe the carruption within the
Republic Senale and the Jedl Order lm.:.m the di

parth Vader, the Grand Inquisitor fulfills the mandate of the
o find and eliminate Force sensitive threats fo

rection of
et o

Ipcuisitonus |
the Galactic Empire. His targets include forme

LLE MK
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THE MIGHT OF THE INQUISITORIUS

he members of the Inquisitorius are some of the

most powerful individuals in the galaxy. Howev-
er. a single nemesis-level NPC, even an Inquisitor,
can have a hard time standing up to a large party
of PCs simply because the PCs have many more
turns than the nemesis. If an Inquisitor NPC is fac-
ing a PC group of four or more, the GM may choose
to allow that character to take a second turn each
round. The GM should add one additional NPC slot
to the Initiative order at the very end of the order,
and allow the NPC to act during that turn and dur-
ing one other NPC Initiative slot of the GM’s choice
each round. Any effects that are supposed to end
during the NPC's subsequent turn should end dur-
ing that character’s subsequent turn in the follow-
ing round, instead. If desired, this mode of play
can be used for similarly powerful NPCs from other

organizations or worlds, at the GM'’s discretion.

Frsnto Ay f ATl 0%
Tofedam (o8 WEDEL ) WM

Hard [@ @ §) fear check

Enhance

)

Move

Sense

Equipment:



SEVENTH SISTER [NEMESIS]

A ruthless and power-hungry Mirialan, Seventh Sister
uses the dark side of the Force to find and eliminate Force
adepts. As an agent of the Inquisitorius, she also has dis-
cretionary authority to commandeer Imperial assets as
required to overcome such threats. Seventh Sister is a calm
and thoughtful agent, preferring finesse over brute force
when in combat. She liberally uses a small team of ID9
seeker droids for reconnaissance and observation while
pursuing her objectives. Their findings assist her in pursu-
ing her foes and identifying their vulnerabilities.

ol 2, Coordination 3, Deception 3, Dis-
3, Lightsaber 3, Medicine 1, Stealth 4,

4

V.

"'__' A

Talents: Adversary 2 (upgrade difficulty of all combat
checks against this target twice), Ataru Technique (when
making a check using the Lightsaber skill, she may use
Agility instead of Brawn), Force Rating 3, Parry 4 (when
struck by a melee attack but before applying soak, as an
out of turn incidental, may suffer 3 strain to reduce dam-
age by six), Saber Throw (may take a Saber Throw action
to make a Lightsaber check as a ranged attack at one
target within medium range adding up to @ @ @ to the
check, she must spend @ and succeed on the check to hit
and may spend @) to have her weapon return to her hand
after the attack).

Abilities: Dark Side Force User [uses Dark Side results
instead of Light Side results); Eyes Everywhere (automati-
cally wins ties when making an Initiative check); Force Pow-
ers: Enhance, Move.

Enhance: Force Power. Seventh Sister may use this pow-
er when making Coordination checks. She may also spend
@ to jump horizontally to any location in short range.
Equipment: Double-bladed Inquisitor lightsaber (Light-
saber; Damage 6; Critical 2; Range [Engaged]; Breach 1,
Sunder; in dual-saber mode, add Linked 1 and Unwieldy
2; in spin mode, also add Defensive 1 and Deflection 1),
numerous D9 seeker droids (see page 119), Inquisitorius
uniform (+ 2 soak, + 1 defense).

_ y \




THE REBELLION
R

oD

and resistance fighters lack access to
and experienced individuals. They are gen-
nop e at different levels of society and of
fs who cannot bring themselves to stand for or
with Imperizal laws and actions. Most don't know of the
existence of other fighters, or, if they do, they lack the con-
nections to contact tnem. Most resistance fighters operate
t of necessity and are driven to fix or improve their

mmegigte situation
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REBEL PLAYER CHARACTERS

n s rebel fighters, Player Characters can fit into
many different roles and situations. They may
form a wholly new resistance group hoping to make
a difference in their local area, ultimately drawing
the approval and attention of the larger resistance
movement. They may be recruited into the resis
tance due to their reputation or directly after prov-
ing themselves via a mission. They might want t0
stay out of the galactic conflict, but find that events
overtake them, putting them in the middie of the
action. Smugglers may discover that their employ
ers are actually resistance agents. The Empire
could mistake the PCs for resistance sympathizers
or operatives (or frame them as such), and thus
push their sympathies in that direction o

orce

them to become so in order to survive
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AHSOKA TANO [NEM ESIS]

rarest individuals in the galaxy: 3
i who escaped Order 66 ancd years
ind agents. The one-time

he Jed Order wiien she

a wronefully suspected of

after Order 66, she tried 1o hide herself in

rer Rim and no longer considered herself a Jed Her
ntually re-emerged, drawing the attention

ind Bail Organa, Though she followed her
me Organa’s agent, codenamed Fuls
\a the rebellion, until she

FORCE USERS WITHIN THE REBELLION

hough it is extraordinarily rare, a few rebels are

known to be Force users. Some are ex-Padawans
who survived Order 66 or left the Jedi Order before it
was eradicated, but there are others who discovered
their abilities after the Empire began its rule. They
represent not only the light side of the Force, but also
the hope that one day the Jedi will return once again
to bring order and justice to the galaxy.

The Force powers presented for the NPCs in this sec-
tion are not meant to be all-inclusive, though, given
the powers these characters possess. As such, GMs
should consider granting additional Force powers or
upgrades, and other abilities when they fit the situa-
tion or campaign, so as to always make these NPCs
unique and extraordinarily powerful individuals,

All NPCs in this section (Ahsoka Tano (see above),
Kanan Jarrus [on page 76|, and Ezra Bridger [on
page 80]) have the following Force powers, as well
as any Included in their own specific entries. Note that
some entries have additional upgrades for their pow-
ers as well,

Enhance: When making an Athletics check,
the character may roll an Enhance power
check as part of the pool and may spend ©
to gain Y& or £} (his choice) on the check.

Move: The character can hurl objects by
making a Move Force power check and rolk
ing a ranged attack as part of the pool. The
attack’s difficulty is equal to the silhouette of
the object being thrown (default is silhouette
0) and only succeeds if he can also spend
enough @ to move the object. The attack
deals damage equal to silhouette of object
times 10 [silhouette O deals 5 damage] plus
one per ¥. To throw multiple objects, he
must generate enough @) to move multiple
objects, and must use rules for Auto-fire ©
determine difficulty and targeting.

Sense: The character may spend@)to sense
all living things within short range (includ:
ing animals and sentient beings). The cha!
acter may not activate this multipte times
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MILITARY COMMAND

.t Rebellion uses its own military command struc-
idividual resistance cells often retain their own ranks
> until brought directly into the Rebelhqn_ Ibm
even then some groups may retain their own organization.
Maon Mothma leads all resistance military elements. along
with the growing Rebel Alliance as @ whole. G_et'ung_rt_zs
arious formerly-independent groups Lo operate in a unin
manner is one of the grcatesr problems she faces.

organization. Army and

he many military per-
. i} ceive

sarnel within Agents, spies. and other operatives may re

d d military units
slligany canka bt aren'l often X sected tO lea J )
o iy A b 3 their orders directly from

Adherence to military rules varies by
inits are the strictest, thanks to t
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of Ramtios. Members may receve : : S canks.
sy edficare o from intelligence officials with simi : :
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USING REBEL LEADERSHIP

n :ﬁ:laﬂgt’lel:::y r!ftglve thelr orders from virtu-
Srieture "Hm of a resistance group's command
S an:i Simv:mr._ only the highest-priority mis
e lnlervmat'mm warrant the attention and per-
e m.\ on 01. the highest:level command-
bty 'ms‘ ar mistfmns. l'mf group likely receives
N eﬁc a lower-level military officer or Intel-

gence agent. Some special missions may warrant

the personal attention of a Fulcrum agent. No mat-
ter the contact, the GM should try to use the same
cmnr?nandgr regularly, so the PCs can bulld up a
relationship. That way, if there Is a change In the

f’Cs contact this can signify something important
in the campaign,

In general, rebel PCs should be able to trust their
commauders and other members of the Rebellion,
Whi!e they may not always have the correct infor-
mation, the rebels generally act in good faith, Any
rebel who doesn't should be a potential Imperial
Spy or someone with a personal grudge against
a PC that becomes a major story element. Work-
ing for shady characters or unreliable individuals
helps add shades of grey to the PCs' adventures
and makes them thematically deeper as they must
decide what kinds of people they can trust or what
actions are justified when fighting the evil Empire.

REBEL CELLS

Imperial dominance in society requires the Rebellion to opet

ate in extreme secrecy. The cell is the most widespread and
adaptable organizational method at the Rebellion's disposal

A rebel cell is often created organically, as like minded indi

viduals band together to carry out local resistance However

the Rebellion also deliberately sets up new cells In areas
where its leadership wants to expand operations or recruil

ment. One or more operatives typically enters a target area
looking for opportunities to find disgr untled citizens likely to
take action. Several cells might be deployed simultaneously
to kickstart resistance or to carry out spec ific missions

LOCAL RESISTANCE

Independent cells vary greatly in capabilities, personnel; and
motivation. They typically focus on a few very local issues in
the beginning, and then expand their goals and operations
when they realize the inherent limitations against boundless
|mperial resources. Many cells start completely unprepared
and inexperienced in covert operations, and an untold num
per fail during their first actions as a result. Arrest, detention,
and death are common.

Successful cells may grow Into. a full-blown  resistance
movement, with pases, supplies, and lpmh_‘.d intelligence
gathering. However, this Is extremely difficult to actieve ol
strong Imperial worlds. When survival requires -'.nclv
degree of secrecy, cells must operate with minimal know
edge of other cells.

phest
ghest
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DORMANT AND SLEEPER CELLg

CELL COMMAND STRUCTURE

MISSIONS
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COMMAND CONTACTS

»
Cell leaders typically work witi
agents via blind drops or heavily
and coded messages. Large
are overseen by ranking Rebs
manders or intelligence pe:

networks and isolated ce

level officers and agents. a
Sensitive areas or undertaking exce
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trofled, and: any irregularitios may ndicate
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PHOENIX CELL

phoenix Cell Is a prime example of an important cell devel

1 into an active fighting force effective on many 1:(.).:1t'q
et-bound forces, Phoenix Cell operates as a srr\é-li
eet known as Phoenix Squadron. The cell started off as 2
few ships and is currently led by Commander Jun Sato.

The addition of the Lothal rebel cell greatly expanded
Phoenix Squadron’s capabilities. Called the Spectres, pilot
Hera Syndulla and the crew of her armed freighter, the
{thost, achieved a great deal of success and attracted a lot

.f -attention fighting the Empire on the backwater planet of
i Lot hey initially worked with Phoenix Squadron on spe-
cifiic missions before becoming attached to Phoenix Cell.

Phoenix Squadron actively engages Imperial forces on
regular basis, and the makeup of the fleet changes with
ry gain or loss. It is largely composed of variations of the
rellian Engineering Corporation CR90 corvette and A-wing
rfighters, The Pelta-class frigate Phoenix Home served as
command ship and starfighter carrier until Darth Vader sin-
gle-handedly destroyed it and much of the squadron.

Commander Sato escaped and transferred command
10 the blockade runner Liberator. The squadron was later
reinforced with Hammerhead-class corvettes *stolen” from
Leiz Organa. It also replaced its lost carrier capabilities by
£apturing and stealing an Imperial Quasar F:‘re—class_; crU|§er
carrier. Phoenix Cell's fighter capabilities were fortified }Nlth
replacement A-wings, and new ships appear almost daily It
seems—often from the most unexpected of sources.

COMMANDER JUN SATO [NEMESIS]

t that saw the Empire’s
le resistance uprisings
e of the cells, the
when his brother

i Jun Sato hails from Mykapo, a plané
power grow so onerous that multip
sung up against it. His own brother led on
¥0n Squadron. Later, thinking the cell lost W il
e, Sato joined a rebel cell that operated In @ Wlme-book
At its commander, he often displays d stern, py-mne o
bearing Wis dedication to the cause is second o 1 e

) make any sacrifice Lo protect his P

G a2 en the end of the Empire

i ]
£ % willing t«

HRAWN

T

Skills: Astrogation 2, Computers 2, Cool 2, Discipline 3,

GTo)

‘C_'.u.rm(rr'y 3, Knu‘r-\-'lcdge (Outer Rim) 2, Knowledge (War

fare] 3, Leadership 3, Negotiation 2, Perception 3, Piloting
(Space) 2, Ranged (Light) 2. Vigilance 2

Talents: Command 2 (add [J [ to Leadership checks:
affected targets add [] to Discipline checks for the next 24
hours), Commanding Presence 2 (remove Il from Leader

ship and Cool checks), Fire Control (take Fire Control maneu-
ver; all combat checks made from current starship or vehicle
count their target's silhouette as one higher than normal

until the beginning of Sato's next turn).

Abilities: Evasive Action (as an action, Sato may make a
Hard (4 ¢ @) Leadership check: for every ¥, a silhouette
4 or smaller allied starship or vehicle within medium range
may immediately perform the Evasive Maneuvers maneuver
as an out-of-turn incidental without suffering strain or sys-
tem strain: a silnouette 5 or larger ship may take an immedi-
ate maneuver; on a @, the check applies to all allied ships
within medium rangel.

Equipment: Blaster pistol (Ranged |Light]; Damage 6; Criti-
cal 3: Range [Medium|; Stun setting), padded armor (+2
soak), encrypted comlink.

MISSIONS

Phoenix Squadron can handle a wide variety of mission
types. Many missions simply keep the ce.ll and other allied
forces supplied, crewed, and informed. W|th no real income
and few credits, its members regularly raid Imperial convoys
and supply caches to seize fuel, arms, and sometimes ships
Mercy missions relieve settlements and other areas suffer
ing under Imperial oppression. which often requires running
Imperial blockades. When the Spectres joined It aiso gamed
two Force users: Jedi Kanan Jarrus and his apprentice. £2ra
Bridger. They added new mission capabilities but h‘m‘. also
frequently clashed with mysterious Imperial Ingquisitors and

other Force Users

3
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THE SPECTRES

SPECTRE 1:
KANAN JARRUS [NEMESIS]

Abilities: FOrce

uS €O 1 Maul on
Force to compensate for his lack of sight, ar
ieved a greater understanding of the Force th
tions with the mysterious being known as Bendu

i0al witl

Hera Syndulla is the dau
fought for their Twi'lek homey
Separatists in the Clone Wars. i
in these even darker times. It was
a young girl she rescued and r
Skills; Athletics 3, Charm 2, Brawl 2, Cool 2, Deception 2.  known as Chopper from a crashed R
Discipline 4, Knowledge (Underworld) 2, Lightsaber 3, Melee  was also during this time t
2, Perception 3, Piloting (Planetary) 3, Piloting (Space) 3, piloting. After her mother died and
Ranged (Light) 3, Skulduggery 2, Streetwise 2, Vigilance 3. and more devoted to fighting only for Ryloth, Hera
Talents: Adversary | (upgrade difficulty of all combat checks  join a resistance movement against the Empire led t
against this target once), Force Rating 3, Improved Parry 3 secretive “Fulcrum.”

{when struck by a melee attack but before applying soak,
as an out of turn incidental, may suffer 3 strain to reduce
damage by 5, if used then after attack is resolved may spend £
¥ or 8 & 8 to automatically hit one target with wielded p|_tors afunc. o el OT_““] Spesy : o
lightsaber, inflicting base damage plus any damage from 2 d€ facto home for the group, she often sen o
applicable talents or abilities], Improved Reflect 3 (when "f'““ set‘tl.e‘s SEERIEnE, ENSUIRT Sip preeg '
struck by a ranged attack but before applying soak, may ARt dediGerwhile the graupils aboard
suffer 3 strain to reduce damage by 5, if used then after
atlack is resolved may spend 2 or & &} % to automatically
hit one target within medium range, dealing the same dam-
age as the hit from the initial ranged attack), Steely Nerves
{spend one Destiny Point to ignore Critical Injury effects on
Willpower and Presence checks until end of the encounter).

5 )19 )15 )(olo)

Along the way Hera acquired the (
an important Rebel commander as »

ORGANIZATIONS
DM OF BERELLION



skills

(
\ Leadnrel
: )
TRV NG
Talents R i sl 'l combat cheg
f PEr round when
Lrai "-'i"'l':'li',.|_',\.l 1CLiOn
." l ---.I'..’r--le' Piloting
. ‘ o, N action, make Hard
!.".] Piloting (h(_ck_ e .I._ ! ,Il vehicle's top speed
Average ["] IS¢ as a3 ||'.|.'Il':|'\{_'|'
Abilities: esistance Leader (once per turn, may
How one ally within medium range
! urn incidental). py ideful
5 the Ghost, that vehicle's silhouette
wve Il impe sed by hot or arid envi
Equipment: Holdout ¢ ;..:‘,.‘ pistol (Ranged [Light]: Damage
. . Range [Short]; Stun setting). E|L'>.':'.-'\-litzlillng._:E--- |
ed comlir

goggles, tool kit

GHOST

C 1only use the Ghost on their missions,
adly means Imperial forces quickly recognize this VCX-
10 freighter. Early on, it was modified to allow the docking

{ a shuttle fighter [originally Phantom, then Phantom i)

Hull Type/Class: Light Freighter/Modified VCX-100
Manufacturer: Corellian Engineering Corporation.
Hyperdrive: Primary: Class 1, Backup: Class 14.
Navicomputer: Yes
Sensor Range: Short
Ship's Complement: One pilot, one co-pilot/engineer, one
turret gunner, one aft turret gunner, two crew.
Starfighter Complement: One [custom)
Encumbrance Capacity: 200
Passenger Capacity: 6.
Consumables: One month
Price/Rarity: 155,000 credits/8.
Customization Hard Points: 5.
s: Turret-mounted twin light laser cannons (Fire Arc
Al Damage 5, Critical 5; Range |Close]; Linked 1),
Aft-mounted twin light laser cannons (Fire Arc Aft; Dam-
#6 5, Critical 3, Range |Close); Linked 1). ‘ .
Forward-mounted twin medium laser cannons (Fire Arc
foward; Damage 6, Critical %; Range [Close]; Linked 1).
Fomward-mounted proton torpedo launchers (Fire Arc For-
a0, Damage 8, Critical 2; Range (Short); Blast 6, Breach 6,
(wided 7. Limited Ammo 5, Linked 1, Slow-Firing 1).

SPECIAL RULES

Semsor sammer: pgrade the difficu
Setrmsng seans 1 venity identification
P e

Ity of chefcks__fro_m
af this ship as the

PHANTOM

!I.f.:,.ﬂ. r.“.L.’..Ir| "served the Spectres well, until it was unfortu

s A mission Lo recover mothballed Y wings that

I':'I € slated for destyuc ton. It's hyperdrive capability made

" Gspecially valuable as it allowed the Spectres to split up

or launch small MISsions where the larger Ghost might be
Impractical or 180 easily notic ed

Hull Type/Class: Shuttle VCX-serles  auxiliary starfighter

[Customized)

Manufacturer: Corellian Engineering Corporation

Hyperdrive: Primary: Class 2. Bac Kup: Class 15

Navicomputer: Y5

Sensor Range: Close

Ship's Complement: One pilot

Encumbrance Capacity: 5

Passenger Capacity: &

Consumables; One day

Price/Rarity: 22,000 credits/6

Customization Hard Points: %

Weapons: Forward-mounted twin light laser cannons (Fire

Arc Forward; Damage S; Critical 3. Range [Close|; Linked 1),
Dorsal turret-mounted light laser cannon (Fire Arc Al

Damage 5; Critical 3; Range |Close])

PHANTOM I1

The Spectres managed to acquire one of these elderly ves-
sels during a fight with Clone War—era Separatist droids after
the original Phantom was lost in action. After some modifica
tions, this Neimoidian escort shuttle can now dock with the
GChost and support Phoenix Squadron actions

Hull Type/Class: Shuttle/Sheathipede-class (customized).
Manufacturer: Haor Chall Engineering
Hyperdrive: Primary; Class 2, Backup: Class 10,
Navicomputer: None—Astromech droid socket
Sensor Range: Short.
Ship’s Complement: One pilot, one co-pilot/engineer
Encumbrance Capacity: |0
Passenger Capacity: &
Consumables: One week.
Price/Rarity: | 14,000 credits//
Customization Hard Points: |
Weapons: Forward-mounted twin light laser cannons (Fire
Arc Forward and Aft: Damage 5; Critical 3; Range [Closel,
Linked 1), :

Aft-mounted twin light laser cannons (Fire Are Forward
and AL, Damage 5; Critical 3; Range [Close); Linked 1)

ORBANIZATIONS
DAWN OF RERELLION
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SPECTRE 3: CHOPPER [NEMESIS]

iy ! | i
1 1 i 111 et ored
{enen t for a droid
e invaluable ket
As part ol | spectres, ( hopper is invaiuable in [ ;
e fling many shicing and
| 1=
He displays many
ng wnern some ol s
: \[ S0 ke o is also
w Spectres suffer pratfalls or other setbacks. He 1S
ough never happy o

attempts

and doesn't hesitate Lo thwart

themselves with the crew

roids to I!]{";.].I.Il:.

ol ether a

Cool 2, D";{';;'Jilllﬁ’ 2

Skills: Astrogation 3, Computers 4,
Gunnery 2. Melee 1. Mechanics 4, Perception 2, Piloting
Planetary) 2, Piloting (Space) 3, Skulduggery 3, Vigilance 2.

Talents Adversary | (upgrade difficulty of all combat checks
nst this target once), Bad Motivator (once per Session
| action, make a Hard [¢ ¢ @] Mechanics check to
cause one targeted device to spontaneously fail), Gearhead
3 remove [l Il from Mechanics checks; halve credit cost
for mods and attachments), Solid Repairs 2 (repair +2 hull
trauma when repairing a ship or vehicle).

Abilities: Droid (does not need to breathe, eat, or drink,
and can survive in vacuum and underwater; immune to
poisons and toxins), Grumpy 1 (the first time a character
targets Chopper with a social skill check during an encoun-
ter, upgrade the difficulty once. If the check generates &,
upgrade the difficulty of all subsequent social skill checks
as well).

Equipment: B

Conflict and Combat !/

rhe core rulebooks

SPECTRE 4: GARAZEp
“ZEB” ORRELIOS [NEMESg)

“Zeh" Orrelios IS the las ra tpe
know. Most galactit ire o
powerful bipeds; those W : elieve t
cpecies wiped out by the Empire after t

l-.l']|_'l'!'(1ll'-'| Jctions. What even few

actual Lasat homeworld,

wasn't the
a member of the Lasan Hor

Lasat lived on. Zeb was
Guard,
with protecting
unable to do so continually drives his hatred for the Empire

and led to his joining Hera Syndulla’s crew

srmed with one of its signature bo-rifles and ¢

its royal family and populace. That he

7eb often provides the key muscle and firepow

sion needs, but the others can overlook the tactical com
skills given his rough nature. He was also instruments
rediscovering the true Lasat homeworld of Lira San, burie
deep in Wild Space. Seeing a thriving Lasat populace he
drives him to fight against the Empire even harder. Now h
defending his people, instead of avenging them

AGILITY

INTELLELCT

CUNNING

BRAWN
W THRESHOLD 5. THRESHOLD

17 )11

Skills: Athletics 4, Brawl 3, Coercion 2, Cool 2, Coordinatior
2, Gunnery 2. Knowledge (Quter Rim) 2, Melee 3, Pe
tion 3, Ranged (Heavy) 3, Resilience 2, Stealth 2, Sur
Talents: Adversary 1 (upgrade difficulty of all comba
checks against this target once), Durable 2 (reduce Critica
Injury by 20, to-a minimum of 1), Physical Training
C1[ to Athletics and Resistance checks).
Abilities: Prehensile Feet (add [ to Athletics checks
when climbing), Lasat Combat Training (when making 2
brawl or melee attack, Knockdown costs one less {')'
Equipment: Bo-rifle ranged profile: (Ranged [He
Damago 9; Critical 3: 5; Range [Medium]; Cumberson
5, Stun setlmg]. bo-rifle melee profile
Damage 8; Critical 3; Range [Engage
bersome 3, Defensive |, Disorient 2
down, Stun setting; maneuver o %
between profiles), Lasan Honor Guard ar
[+ 1 soak, + 1 defense), encrypted c

WILLPOWER PRESENCE




SPECTRE 5: SABINE WREN [NEMES)s)

\ 4 ’

Skills: Athletics 3

o
Brawl 3

Cool

. Coercion 1 2, Coordina
ery 2, Knowledge (Lore) 1, Mechanics 3. Melee
g (Planetary) 2, Piloting (Space) 2.

ged (Heavy ed (Light) 3, Skulduggery 2. Street
Talents: Pistols Blazing (as an incidental, suffer 1 strain to
d increasing the difiiculty of a Ranged [Light] check to
ICK with two pistol weapons), Soft 5['\1'\| (after making a
‘ il attack, spend one Destiny Point to add 3 damage

ker 2 (add [O] [0 to Stealth and Coordina

vift ([do not suffer normal penalties for moving

difficult terrain)

Abilities: Mandalorian Maneuvers (once per encounter
wher ig @ maneuver to move, may add [l to incoming
ittacks until the beginning of Sabine's next turn)
Equipment: Two blaster pistols [Ranged [Light); Damage 6
Critical 3; Range [Medium); Accurate 1, Stun setting), Man
ian jetpack (allows user to function as a silhouette 1,
peed 2. handling 0, system strain threshold 4 vehicle that
an only operate in :1iﬁ|¢_‘naphﬂl'(;.~_ and requires Piloting [Plan-
| to operate), Mandalorian battle armor (vacuum ”'{""1“3{.1'
rated encrypted comlink, adds [ to ranged attacks, +2
+ 1 defense), encrypted comlink, various explosives and
ators, pair of ArtCannon Airbrushes with extra paint and

PeliEnt canisters, tool kit

1

ety

SABINE’S TIE FIGHTER
bise considers the vibrant paint job she pave I_(_}k;.} lell-_.
es 1115

W e Soectres stole to be perhaps her finest work. 3

15 to allow It Lo carty a

#pplied her mechanical skil Lo
5 - > ) .
BEBNGer (or o In @ Light squecze) as well as have Custe

. 3 MO S {alireadd THSSI0NS

THE DARKSABER

Th}s ancient weapon is unlike any other known
lightsaber. Its hilt emits a thin, curved blade of
utter blackness with a halo of white energy, rather
than the colorful glowing blades of other light-
sabs,?rs. Legend has that the first Mandalorian Jedi
fashioned it centuries ago. Many have used it over
the ages, from the Jedi of old to the Mandalorians
who stole it from their temple and made it a sym-
bol of House Vizsla. Recently, it has been sighted
on Dathomir and has come into the possession of
Sabine Wren—a descendent of that House. Whether
she knows the significance of her newest weapon, or
what she might do if she does, remains to be seen.

The Darksaber is a unique item and has the fol-
lowing profile: (Lightsaber; Damage 6; Critical 2:
Range [Engaged]; Accurate 1, Breach 1, Defensive
1, Sunder). The crystal has all of its mods applied,
and the hilt has no hard points. While the user
openly displays the weapon, add automatic ¥¢
to social skill checks that character makes against
Mandalorian characters.

i 7 FONT APORT/S TARBAARN AP T
:

er/TIE series
Systems

SILHOUETTE

HANDLING

ST
Hull Type/Class: Starfi
Manufacturer: Sienar Fleet
Hyperdrive: None
Navicomputer: No
Sensor Range: Close
Ship’s Complement: One pilot

Encumbrance Capacity: 4

Passenger Capacity: |

Consumables: Two days

Price/Rarity: 60,000 credits (R)/4

Customization Hard Points: 2

Weapons: Forward-mounted medium laser cannons (Fire
Arc Forward; Damage 6, Critical 3, Range [Close], Linked 1)

ADDITIONAL RULES

EMP Blast: Sabine has been known to rig her TIE fighter
with a multitude of stolen EMP grenades, enough to disable
even a Star Destroyer. Activating the grenades must be done
via remote detonation (as it would be extremely unhealthy
to be in the cockpit when they go off).

Once detonated, all ships within close range on a plan
etary scale suffer 50 system strain; those within short range
suffer 25 system strain. At the GM's discretion. the effects
mav be far maore catasttophic on any starship the TIE fighter
is within. Characters inside an alfected ship wearing storm
trooper armaor or using electronics are Knocked Unconscious
These elfects last for 12 rounds or 30 minutes of narrative
time. This blast has the Limited Ammao: | rule, and it takes a
Jeast @ month ol narrative tme o steal enough grenades
create anathet EMP gluster of SUIncient powe

ORGANIZATIONY
DAWN OF RERELLION




s

SPECTRE 6: EZRA BRIDGER [NEMESIS]  Foresee )
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GM GUIDANCE: USING THE SPECTRES

he Spectres, along with their ship Ghost, are

per'haps the most iconic figures of this age of
lmperl_al rule. They have grown from a small, isolat-
ed rgsnstance movement to a potent force that the
Empire must devote significant resources to coun-
ter—or try to counter. As such, they can make for
excellgnt NPCs to enrich campaigns set in this era,
especially in recurring roles. The following are some
suggestions for tying the Spectres into adventures:

¢ The PCs are sent on a rescue mission

Lrer al an decided to raioin thi after one or more of the Spectres are
vith his old friend plus his new one captured. Alternatively, they and the PCs
could have been captured together and
must join forces to escape.

il Rex and his fellow clones on sight, recalling the The Spectres catch the PCs stealing
clone troopers had in murdering his Jedi master weapons destined for Phoenix Cell, or

5 onl | ral st stealing them before the Spectres could
trooper, and steal the weapons themselves.

ica g plus years of ha If the party includes any Force users,
as become an invaluable part ol Kanan seeks the PCs out to offer training,
take them to meet Bendu, or visit one of
the surviving Jedi temples.

verienee. Rex

thie Snectres and PHoenix Ceall as their t

ciny

Captain Syndulla, impressed with their
actions, contacts the PCs to recruit them
into Phoenix Cell.

CUNNING.

One of the PCs has a personal connec:

& TR (SR ) (T tion to them, such as also being a former

3 16/ 1_3 Pl ..[]__.. ﬂ J clone trooper, academy cadet from Man-

e dalore or Lothal, or Ryloth resistance

Skills: Ath rawl 3, Charm 2, Coercion 5. &% = fighter, and one of the Spectres seeks out

Hiscipline 4 jop (Warfare) 4, Leadersiip a4, 7'-"}"- Nl that PC to gain information on current
2, Percer Ranged (Heavy) 4. Rang d (Light) 4. 51 events or simply to find an old friend.

ity 1 (upgrade difht ulty of all ¢ ombal checks The PCs, as part of an establisheq resis-

ii on |.-E 'f_“, srdinated Agsault (as a marneu tance grou_p. are assigned to work 1{1 c?n-

&1, may allow up to four engaged allies to add £ 10 € l"""'__" junction_mth one or mc_nrea?fftl;e E{E;;:r?i

hecks until the beginning of Captain Rexs next turnl. Com on a large mission, Of rely on H

: ' ,dership and Cool provide intelligence or materiel support.

nding Presence 2 [remo ,-'1':--frr'm| Lez
nd, draw weapo
r. suffer up

f item
e 1o 2 The PCs find themselves at odds with
attacks some of the SD‘ECt"ES»_DOSS't"Y due to
the difficulty conflicting mission assignments or mc.
- Swift (do not tics, They might even clash over levels of
iifficult terrain} acceptable collateral damage

itks), Quick Draw (once per rou

Side Step 2 [@s @ maneuve
af incoming ranged

suffer narmal

enallies
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whnen

} anda r

ation. However, cding su

drawing do

Should

wn freedon
Galactic Empire upon the

ations face utter annihilation

selves

these organiz

This means that rebel cells and other rogue groups that
seek assistance from such organizations must tread care
fully. Independent organizations, while able to provide criti
cal aid, are unlikely to take great risks or have lofty ideals.
Each has motivations all its own—which means that alliances
with such groups are tenuous at best. Their involvement in
the growing rebellion is simply a matter of pragmatism. If a
situation becomes too dangerous or it seems more profit
able for an organization to aid the Empire, then rebel cell
members are likely to find that their new ally has suddenly
become adeadly enemy.

THE EROKEN
HORN SYNDICATE

Decades ago, an enterprising Mon Calamari named Rask
Odai used the once-legitimate trading company Twin Harns
Storage to quietly seize eeonomic control of Lothal. Paying

inetary officials and strong-arming local businesses, he

ited the most lucrative smuggling organization in the

sector. Invisible to the Empire; the Hutts, and even Black

assed inand out of his countless storehouses

1 brisk operation and was paid well in

or cold, hard credits. In return, he

private. One of his majordomos was

amed Cikatro Vizago. Unfortunately,

f".' w ol trusting the clever grifter with the

ol hisomost important storehouses,

rutal bounty hunter nearly killed them

cutting off one of Vizago's horns, Lhe
el plans into motion to bring Odai's

louble-dealing with Odai's former allies,
; is own secrel connections, and even
,a lew choice words in the ears of lmpe
aificlals, Vizago took over leadership of
Storage. Recognizing that hise
former employer had made the mistake g

Iwin Horns

DIHGANIZATIONS
DAWN OF L

I.'1.;,[-L! al influence or

stretches of empty space 2
Vizago has even man 3ged to turn the Impena

looming at his doorstep to his advant

agenls to steal weapons, explosives, and othe

fare his clients require. The recent destructic

al Communications Center near (

Vizago to expand into the surveilla rke

employing agents o acquire encryy

cemmunication devices the Empire has been br

rebuild the communications center, Vizago 15 prof

the destruction of the shanty village of Tarkintown
hiring desperate locals to make errand and packag

exchange for a few meager credits. By mainta
of freelance agents, Vizago and the Broken Hor
have remained mercural

and elusive, and they have
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the fal
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pite \ts reputation
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1 avnd -y

) cells Ayt

108t anyone, so cell members can

Vizago is Vs
180 18 Willing 1o
€arn more than
. rebel
i apons that are r1esa|:;ay
e 1o acqy re In the Outer Rim Territorie
e ,\ olten nclude explosives, heavy hlaqt?
1d even more nefarious items like a.ssa.s-
ids or thermal detonators. Those Who takell
o with the Broken Horn Syndicate are abando.ned.
< quickly as they are employed, however. Vizago s
aways willing to alter a deal or betray an assétiate'
neans a few more credits in his coffers.

CIKATRO VIZAGO [NEM ssi‘s-i"“

A consummate businessman, Cikatro Vizago puts the bot-
tom line at the top of his priorities. He assumes everyoné ﬁe
3ls with operates on similar principles and regards most
idealists and freedom fighters as fools or easy marks. Their
sympathies and soft hearts can often be used against them,
giving him the advantage when it comes to negotiating a
deal. The Devaronian is not one to trust the affairs of the
Broken Horn Syndicate to underlings, who might be inclined
to <ell him out to a higher bidder. In an effort to keep opera-
tions under his direct control, he regularly employs a cadre
of IG-RM droids (see page 119) to serve as bodyguards.
He's rarely seen without at least two in close proximity and
often keeps at least a half-dozen more just a call away.

credits by working for him, In additic
et their hands on we.

waesibie 1o

<lols, dl

Once Vizago has struck a deal and received what is agreed
upon, he pays as promised—but never a credit more. He
takes it 35 an insult to his professional pride if those he has
attempt to renegotiate when a job becomes compli-

ircumstances and fluid situations matter little to
ieal is a deal. He's no fool, however: if it benefits

{orn Syndicate to make a new arrangement or
es in something other than credits, he may
nsider other options. In the end, he’s always
Hest deal possible and to remain one step

pire.

Skils; Coercion 2, Cool 2, Deception 4. Knowmggfv\;{ggél}c;
8073 |, Knomledge (Outer Rim) 1. Knowleogs ¥ e[Space] 2;
Meckanies 2, Negotiation 3, Perception R Pllog?rietwise &

Rangeo (Light) 1, Resilience 2. SKUm‘j'g-gerY ; { all combal

s Adversary 2 (upgrade diffictty

Whecis againgt this target twice).
Wecreane sty of Nems soUgHt ON =10
G wererw baw price By 50% twWiCt

[upgrade difficulty’ of Charm. Coercion
chc_cks made against this target once)
Abilities: Deadly Programming (when using personal weap-
ons, allied droids within medium range of Vizago add [ to
their ranged attack checks], Resilient Metabolism (add auto
matic 3¢ to all Resilience checks)

Equipment: “Vilmarh's Revenge™ blaster pistol (Ranged
[Light]; Damage 6; Critical 2; Range [Medium]; Pierce 1, Stun
setting), armored clothing (+1 soak, +1 defense}, droid-
control remote, the Broken Horn

and Beception

THE BROKEN HORN

This C-ROC Gozanti-class cruiser serves as Vizago's person-
al transport. It is only lightly armed, relying on surprising
speed and maneuverability to avoid trouble. The Broken
Horn has several modifications, including smuggling com-
partments and power stations for up to a dozen droids, all of
which are keyed to Vizago's droid remote for activation at a
moment’s notice, The ship’s extensive reconfiguration allows
the Devaronian to fly the ship without the aid of a co-pilot,

if necessary.

Hull Type/Class: Armed Transport/Gozanti-class.
Manufacturer: Corellian Engineering Corporation.
Hyperdrive: Primary: Class 1, Backup: Class 12,
Navicomputer: Yes.

gensor Range: LOng. : .
Ship’s Complement: One pilot, up 0 25 hired crew.

Encumbrance Capacity: 1,500

Passenger Capacity: 12,

Consumables: Three months. &

Price/Rarity: 450,000 credits/o.

Customization Hard Points: 4 b ek
Weapons: One dorsal lltl’!\!l"rﬂul.llllt.‘iil nu-‘d‘uup .ﬁ,::‘t can
non (Fire Arc All: Damage 6, Critical 3; Range [Close]

ORGANIZATIONS




THE FREE RYLOTH
MOVEMENT
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315 the tay liherate their home
J LN L perate tneir £
but also to preserve its culture ana herntage. Lnam is

10t above using morally guestionable tactics to accomplish
hese goals. He has been betrayed far too many times to
gasily ally himself with outsiders, even those
who also fight against the Empire.
His unwavering dedication, natural
charisma, and extensive Knowl
edge of unorthodox urban war
fare have made both Cham
and the Free Ryloth Move
ment a constant thorn in
the Empire’s side.
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CHAM SYNDULLA [NEMES|s)

{ 11} [ 14

irclec a | 11 {
ed 6 polit iealst acti
1L Hi eved t 1 et f
hi Hure [ IS5L De pr
( I N u ipted b | 1€
ratists occupled his beloved Ryloth, Char )
1 leader of the Twi'lek Resistance. The fiery pa
waords drove countless 1wl 1D aga
federacy oppressaors, and nis military genius promis

Cham ti h
military strategies are Lat

rial academies. When Ry as the (
Wars came to a close, an

the Republic became occupation and enslavement |
Empire, Cham transformed from passionate freedon
to cold and brutal military genius.

Standing defiantly inst the invincible might
Galactic Empire, Cham Syndulla ir es his people b
forming highly visible strikes against their oppre:
firmly believes that the people of Ryloth must
spectacular displays that show how a few dedicz
can defeat a seemingly endless stream of
Unfortunately, Cham cares very little fc
other planets or their people. He bel
has suffered disproportionately unc

then the Confederacy, and now

only by achieving complete indepe

all forms of outside government the

be truly free, he believes—and he 1S W

achieve this freedom by any means n

Skills: Cool 4, Deception 2. Rnowledg!
fare) 5, Leadership 2. Mechanics
o tions 3, Ranged (Heavy) 2. Res

1 wival 2, Vigilance 2



Talents: "I--: b | Fa
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Faim: for ¢

Abilities: PO Y th! [Once per sessior
e UY 4 L i environmenta ¢
Equipment: Blaster rifle (Ranged [Heawvy
= pange |Longl: Stun setting), Ryloth
tors of Concord Dawin a
NUMA [NE
[ MES‘S] The Protectors ha se and aeain 1o
. wan even Cham Syndulla, Numa's |if - be arable aric ~IEREL O
Jdore than eved Cham Syndulla, Numa’s life has been con .rlf._ honorable and €O < Fenn Rau's Skull
sd by '_-mf-{ife--—cml.‘l like Cham, she has little love for saparieh of Fang ngnters were the Republic's vic
ers after having being betraved by her former libera tory at the Third Battle of My during + lone Wars
e e T - s - -

rors. As a child, she was rescued by Republic clone troopers The infamous “Marksman of Concord Dawn,” Rako Hardeen,
4uring the Clone Wars Her admiration for those secm{r.gl-}.- carried out assassinations in the name of the Separausts.
heroic soldiers was destroyed when the Empire rose to pow- Both men valued the Mandalorians’ warrior traditions Over
er. Men she had affectionately called “nerra,” or brother, as a loyalty to a specific government, and Concord Dawn secretly
cnild turned their weapons on her and put her in bonds. Afor carries on this tradition

agents of the newly formed Free Ryloth Movement rescued Allying with the Protectors is no €asy task, as Fenn Rau
ner, Numa came to distrust outsiders, perhaps even more so and his soldiers value their autonomy ébove all things. This
than her mentor, Cham Syndulla. Her dedication, ingenuity, requires them to maintain at least the appearance of Impe-
and natural aptitude with explosive devices led to her mete- rial loyalty. Appeals to therm for aid will need to come from
oric rise among the freedom fighters, until she became one veteran combatants, hardened soldiers, and proven warriors.
of Cham's most trusted agents. Her commitment to the Free  The Protectors respect combatl pProwess above all things;
Ryloth Movement is matched only by her lingering sense of they only allow passage through their system by those whno
loss and betrayal. Though she rarely speaks and has a public prove themselves worthy of Mandalorian respect. Any who

persona of aloof coldness, Numa cares deeply about Ryloth openly proclaim themselves as rebels are met with a squagd-
and its people. ron of Fang fighters ready to destroy them. Only when secre-

¢y is maintained and respect is earned can passage or aid
be obtained. Once they offer such items, the Protectors are
loyal to their word and will honer hard-won promises.

Should such an alliance be earned, resistance fighters can
gain access o information critical to the struggle for free-
dom. The battle-hardened Protectors of Concord Dawn have
extensive knowledge of general tactics and Imperial military
skills: Athletics 2, Charm 1. Cool 2. Discipline 3, Knowl-  patterns in their own and nearby systems. Their intelligence
edge (Warfare) 2, Perception 2, Mechanics 4, Perception 2. includes heavily encrypted Imperial transmissions on the
Ranged (Light) 2, Resilience 2, Stealth 2, Vigilance 2. traffic patterns of Imperial starships in the region. Everything
Talents: Adversary | (upgrade difficulty of all combat checks  from cargo haulers to Star Destroyers transmit their security
against this target once). powerful Blast 2 (increase Blast  codes to the Protectors of Concord Dawn. and these codes
damage dealt by all explosives. explosive weapons. and gre-  area treasure in themselves. In addition, the Protectors pos-
nades wielded by 2, already included in weapon prohles}. sess extensive reports on safe hypeyspace lanes through sev-
Abilities: Hope for Ryloth (may spend @ on 2 successful  eral surrounding systems. These kinds of secrets ¢an allow

: 2 ithi ¢ and other resistance groups to remain all but

il ch Twi'lek characters within short range  rebel cells and © _ )

5 addeér tt(;’o allotw :illll check they make during the current  jnvisible O the might of the Impen:al Fleet. However, if rebels
e 2 d by hot of arid envi-  petray their word of offer even a hint that they right endan-

fwl' T:(i;!e_k [r?move o - er Fenn Rau and his Protectors. not only will they bring the

i ' ' ight i themselves, but also the fury
‘ ' {; Damage 5 might of the Empire down upon bt

B e [Ranngd et l of %he protectors and Rau's squadron of Fang fighters,

Grinical 4, Range [Medium]; Stun setting), 3 128 gi‘“’_"gfﬁ
Fanged ILignt), Damage 8. Critical 4; Range [Shorg{. e
&, Umites Ammo 1), > armor-piercing grenades [63 |_gim-
L), Damage 17; Critical 3; Rane® jtiort: BI2S, ok

e ) Ryloth combat un™ L
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Despite ‘their «
potential access 1o
Protectars of €
outsiders. The.Pro

and resources 1o defend Ccmmm Dawr

colleagues who have proven themselves loyal

wavs of Mandalore are likely to receive so muc h as a blaster

sistol from the Protectors. Information 1s virtually the only

surce avallable to the scant few outsiders who mans
negotiate some Kind of agreem }1-!‘ _me

ors of Concord Baw = .

1. Only. Mandalonatl
to the ancient

Also known as ~the TSIOLEI; Fenr
the leader of the Mandalorians atC
Dawn. Though technically his orgar
serves the Empire, Rau clings to t
toms of his people. His loyalty s,
oremost, to Mandalore and its traditic
world under the control of the Empires
matic. By protecting the hyperspace lanes pa
the Concord Dawn system. he is able to mair I
and ensure his soldiers are not conscripted by the
branded as traitors,

With his Protectors, Rau silently guards the system, put-
ting the Mandalorian ways and the honor of his people
sbove all other causes, He is a dangerous combatant both in
and out of the cockpit, as well as a skilled commander who
inspires unwavering loyalty. Rau may somewhat admire the
rebels he has encountered, even the Mandalorian Sabine
Wren whose family he views as traitors. It would take a hor-
rific loss or betrayal, though, to make him even consider join-
ing their cause.

l PRE |r||

Skills: Athietics 2, Brawl 2, Coercion 1, Cool 2, Leadership
2, Melee 1, Knowledge (Warfare) 2, Piloting (Planetary) 2,
Piloting (Space) 3, Ranged {Light) 3, Vigilance 3.
Talents: Adversary 2 (upgrade difficulty of all combat checks
made against this target twice), Deadly Results (as an inciden-
tal, may spend 2 Destiny points to reduce the critical rating of
His pistols to 1 for the next attack he makes), Lethal Blows 2
[+ 20 on any Critical Injury rolls made against an opponent).
Abilities: Mandalorian Commander (as an action, may
make an Average (@ @) Leadership check; each ¥ allows
one Mandalorian ally within short range Lo make an immedi-
ate maneuver as an out-of-turn incidental).
Equipment; Two heavy blaster pistols (Ranged [Light]; Dam-
age [, Critical 3, Range [Medium|, Stun setting], Mandalo-
rian jetpack lallows user o function as a silhouette 1, speed
2. hangling 0, system strain threshold 4 vehicle that can only
operate in atrosphere, and requires Piloting [Planetary] to
operate), Mandalorian baltle armor (vacuum sealed, inte-
grated encrypted comlink, adds [ 1o ranged altacks, + 2
anak, + | delense)

CRGANIZATIONS
[ OF RERELLION

Built for the Protectors:
based on the designs fo
used in the Clone Wars. The Fang fighter, how
compact and agile. Combining blazing speeds rarely’ .
other snubfighters with a unique pivot wing design toallow =
for unmatched maneuverability, the Fang fighter is almast
unrivaled when it comes to dogfighting. With dual laser can-

nons mounted on its rotating wingtips and a hidden proton
torpedo launcher in its underbelly, the Fang fighter is capa

ble of quickly destroying more heavily armored starfight

ers. Unfortunately, its lack of heavy armor, which allows it

to maintain precision maneuverability, means that the Fang

fighter can be destroyed with a few well-aimed laser bIasts

Hull Type/Class: Starfighter/Protector Fang Fighte
Manufacturer: SoroSuub.

Hyperdrive: None.

Navicomputer: None

Sensor Range: Short.

Ship's Complement: One pilot

Encumbrance Capacity: 4

Passenger Capacity: 0

Consumables: Three days.

Price/Rarity: 185,000 credits 7

Customization Hard Points: |

Weapons: Two forward:-mounted medium laser o
(Fire Arc Forward; Damage 6; Critikal 3. Range [LO¥
Linked 1)

Forward-mounted proton torpedo launcher (Fie 2
ward; Damage 8; Critical 2, Range [Short], Blast 6, B
Guided 2, Limited Ammo 6, Slow Firing 1)
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remind anyone doing business with him of his immense  Abilities: Diversionary Valor (Once per round a

b L. “ | 1 : = h\ b} I
> LLELE N ng o petray i v Q s¢ ..;I hiohy )
il 5 Equipment: L Damage 6; (
a SeCona (NougliL b
cdl 35, kadnge

pite of all this, his ability to parlay or swindle his way

> ptherwise unattainable goods makes him a vita

1 ne hoping to avoid Imperial attention. He
larly engages in deals (and dO'LlL?':('-Cr'OSSI“S'I with' the
Broken Homn Syndicate, several independent rebel cells, and
gven the crime lord Jabba the Hutt
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Equipment:
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Skills: Charm 3, Cool |1, Deception 4

r

Coordination :

Abilities: Com

yat Acrobatics (after a SUCCess
- e attack, may stow or draw a singl
T'alt.:rlt‘, Adversary 2 (upgrade difficulty of all combat qu'_”pmenti Two light blaster pisto
¥ 35 this target twice), Smooth Talker 2 (on Decep 5; Critical 4; R inge [Medium
d p to gain 3¢ ¥, Kill with Kindness | Damage 6; Critical 2; Range [Engage

. il Charr and Leadership checks), Improved Vicious 3], laminate armor [+ (AR >

Ay ¢ ¢ oper round, spend one Destiny Point Lo
v/ ne social check 1o L8, but must
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Hull Type/Class: P
Manufacturer: 50r¢

Hyperdrive: Primary: Class Bac
Navicomputer: Yes

Sensor Range: Shortl

Ship’s Complement: One pilot
Encumbrance Capacity: 5-
Passenger Capacity: 4
Consumables: One month

Price/Rarity: 155,000 credits/6.

Customization Hard Points: 5

Weapons: Three dorsal turret-mounted light laser cannons
I “ritical 3; Range [Close]; Linked 2].

KL

p: Class |2

uml; Breach 2, Slow-Firing 1)
tor beam (Fire Arc All; Damage —; Critical —;
o|: Tractor 2).

LANDO CALRISSIAN [NEM ESIS]

rRae . h FWEL s gdashine

Stealth 1, Str 5
Talents: Adversary 7
against this |.'1!f“(.'-'
B from all Charm and Le:
2 (upgrade difficulty of
checks made against tl
I (remove M from all Coercion z
Abilities: Idiot's Array (once p
from another character’s skil
chance into &), Luck Be a Lady
reroll a single skill check].
Equipment: Blaster pistol (Ranged [Light]; D
cal 3: Range [Medium}; Stun set
mounted comlink.

with Kindness

amage 6: Criti-

, fine clothing, wrist-







“The. Force is with me, and f 3 one with the Force™ .

= o -
—CTusrut mee

he establishment of the Empire has shaken the gal- - -This chapter reflects many of these changes through

axy on many levels. Most prominently, its actions have new player options. First. players will find four newe spe-
brought many individuals into open rebellion or at least dies to choose from in character creation, all of whom are
made them willing to side with those who do fight the linked to resistance fighting. The amphibious Drabatans
Empire’s oppression. Others who might have simply ot  rebel against the Empire’s control of their planet. while
gotten involved—or even previously had declared loyalty ~otherwise peaceful Gigorans can become vengeful after
to the Empire—now are taking up arms against it. enslavement or persecution. The Empire blessed corporate
efforts to raid the lakaru homeworid to reap native chemi-

This era has also seen a continuation of rising military sseful in pharmaceuticals, and ensiaved Tognaths
sp?ndi.ng, a_s_ the abrupt end of the Clone Wars saw no less: B e nationalized mineral processing facilities. ™
ening in military output. The S,uge | S e - e e Ror
starships to enforce the pea Destroye universal specialization SaRble
P b & lnah E mmmammmmm
other 2 : ons to transports, is Imperial Academy Cadet, Pirate. Retired Clone Tooper.
A ; and Ship Captain. These allow for secretive Forte users or

ew designs are emerging F
& of these have even been co-opted or even mm.mmmummmpum»
pressly for the rising resistance movement. mom mmmwmtm :li&f wars of
driven a voracious appetite for raw resources. o:e too many Imperial entanglements on thelr ships and
The Empire is stripping planets for vital mine;als ar;g ;r'::. decided enough Wwas enough.

| ulations and ecos;

T b o oy, il e GTAE L, L o
' galacti elr members
zafx': —~ . mt;l: ;ut:ﬂ demand for resources, of relBlows K08 SRS &'?: &.;::lm e
Shoush, oo ot 1 90, ieashed upon the galaxy TN S ERR :
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NEW SPECIES
I

d careers where being heard IS a Ivan

peaceful existence in the |t

latively gle ¢
yre the Empire came. Now, the

r homeworld t

awareness that lets them swing through the rair

ease enables vengeful lakaru to pilot starships
rowded war zones and calculate complex firing solu
have

ns. Often mistaken for Wookiees, the huge Gigc
ured slavery since the Empire recently encountered their
who escape often use their brute strength to
/ weaponry as mercenaries and freedom fighters.
ammal Tognaths lost their homeworld to the
Empire . like all too many unfortunate species in these
s, and now are fighting to take it back.

DRABATANS

Music-obsessed amphibious humanoids, Drabatans come
from the freshwater swamps of Pipada. Drabatans are
renowned performers, often touring the galaxy on the
strength of their skills. Their passionate nature includes a
penchant for protest, which resulted in disaster when criti-
cism of the Emperor went too far. Imperial reprisals since
have been harsh.

Physiology: Drabatans are amphibious humanoids with
grey-green skin, small dark eyes, and a massive mouth.
They stand slightly shorter than humans. They are excellent
swimmers (though they strongly dislike salt water) and dine
on a variety of insects, fish, and algae. To reproduce, Drab-
atans lay eges that hatch tadpoles in silty pond soil. Over
the course of a year, the tadpoles grow and assume bipedal
features before emerging as child-sized Drabatans. They also
develop large lungs and strong diaphragms, which enable
them to achieve powerful vocals while singing or shouting.

Society: Drabatans are a passionate species dedicated to
the performing arts, especially song. Critics describe their
music as hauntingly beautiful and insist that Drabatan music
requires no translation for anyone to appreciate the ethe-
real. melancholy tones, Performance troupes throughout the
palaxy, particularly Rodian Theater and Mon Cala Opera
troupes, count Drabatans, who often play the heel, among
thelr number. Drabatan voices are pitch-perfect, and many
beings consider seeing a live performance of the Pipada
Symphony Chamber Chorus to be life changing,

PHLAYER QPTIONS
T OF BEBELLION

SA'KALLA

Pipada evaded conflict during the Clone W

but its final outcome had a lasting impact r;;
Drabatan society. When the Galactic Empire came
to power, the Drabatans protested. A young singer
named Sa'Kalla, who was among the most vocal
opponents of the New Order, wrote popular Protest
songs condemning Imperial tyranny. It wasn't long
before the Empire heard them—and responded.

The Empire blockaded Pipada and deployed gar-
risons of specialized swamptroopers to the surface.
Protests turned into massacres, and the Empire
captured Sa'Kalla. While she was in captivity, 3
movement organized in Sa'Kalla’'s name spread
across the planet. When the violence threatened to
overwhelm Imperial forces, the Imperial Governor
brought Sa'Kalla out to the Pipada Auditorium in
front of half a million Drabatans. Smug in its belief
that torture had broken her, the Empire ordered
Sa'Kalla to convince her people to submit to Impe-
rial rule. Instead, Sa'Kalla shouted for her people to
resist, and was immediately Killed on stage.

The entire stadium erupted, and enraged locals
tore Imperial security to shreds. The Drabatans
briefly reclaimed their homeworld, and many fled
offworld. The Empire soon returned with reinforce-
ments and imposed martial law across Pipada.
Drabatans still resist, in ways big and small, and
those who fight shout a war cry as they charge into
battle: “Sa’Kallal”

Song is firmly entrenched throughout everyda
life, in areas ranging from entertainment to educ
atan families have unique songs that detail their fin
history, often performed at gatherings by the f
vocalist and rearranged for the occasion. Scho
teach everything through song, and students Uuse Jirsies =
mnemonic devices to help with memarization

Drabatan culture values free artistic expression
opposes censorship. It is said that the only thing
likes more than a song is a cause; Drabatans ¢
at protest marches across the galaxy, often leadi
Their political views have aligned them lQec
tension

Alderaan and Chandrila, which has created (€
Imperial rule.

Homeworld: Swamps, bogs, and marshes Cove* © 0
making it a warm and humid paradise [or act 13l
like the Hutts, Shawda Ubbs, and native Drab .\
denizens of Pipada live in single-family homes DR
perched on stilts, or floating in ponds. The AR S
cities featuring massive towers witt founaatiosh ¥
deep into Lthe lakebed. Some ofl""“""“L’“":\;\“:“‘\‘: 8
skvhooks, Anchored 1o downtown [OWets arg G




Drabatan Gigoran

oy-buildings housing a variety of shops. The
lake surface is just as busy as that above.
gs have entrances both above and below

=

Language: Satirists and artists love Drabatese for its clever
f combine small words and syllables to form large,

words with multilayered ideas and very specific
The language itself is difficult to write, as sonic
: determines much of the subtext and grammar. When

v, Drabatans have a simpler, quieter language that
1eir vocal pouches to emit croaks of varying pitch.
s can also speak Basic and other languages com-
used in the performing arts.

Life under the Empire: Most Drabatans are musicians or
actors, or in related fields. Many also pursue careers in poli-
Ues or advertising, leaning on their gift for strong oration.
the Empire’s crackdown on Pipada, though, many Dra-

batans have joined resistance groups, using their loud voices
10 crozk battle orders instead of sing.

SPECIES ABILITIES

* Wound Threshold: 10 + Brawn
* Strain Threshold: 10 + Willpower

" Starting Experience: 100 XP

lakaru

* Special Abilities: Drabatans begin the game with one
rank in either Charm or Leadership. They still may not
train either skill above rank 2 during character creation

* Big Noise: When making a Leadership or Coercion
check, Drabatans can spend 43 &} to affect one addi-
tional character not originally targeted by the check or
affect targets at one range band further than normal.

GIGORANS

Gigorans are massive, burly primates with long, pale fur.
Often sold into slavery, Gigorans remain peaceful as long
as they are with family. However, should their kin be threat-
ened, there is no sacrifice too great or foe too terrifying to
stop Gigorans fram trying to help. Their huge form and pow-
erful musculature allow them to carry weapons larger than
many humans. Those Gigorans who wield them delight in the
massive firepower they can project against their foes.

Physiology: Well over two meters of sinew and fur each,
Gigorans are often mistaken for Wookiees or wampas. Their
long, flowing hair is typically a pale shade of white, cream,
gold, or even blue. Their long torso and arms are at odds
with their relatively short, stumpy legs. Nevertheless, their
limbs are thick and powerful, ending in massive paws: The
hair atop their head often grows long, sometimes obscuring
their dark eyes, and it tends to come in blackish streaks

Gigorans have an abridged chin, making their face appear
short and wide. Many wear small, rectangular _bmathm;;
masks to aid in respiration in warmer climates, with chest
mounted devices to better adjust local atmospheres Lo their

respiratory systems.

PLAYER OPTIONS
DAWN OF RERELLION
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THAT'S NO WOOKIEE

arly surveys of Gigor listed it as uninhabited;
Cigorans went undiscovered by the Republic
until a Weequay pirate in hiding stumbled across
the lumbering natives. Sensing opportunity, the
pirate captain tricked an entire home-clan into
slavery, selling them to an Imperial labor camp as
rare “Snow Wookiees."” Other slavers duplicated his
ploy, and since Gigoran home-clans rarely interact,
they continued to fall for it. Eventually, the Empire
caught on and deployed a garrison to Gigor. Imperi-
als enslave entire home-clans daily, shipping them
to Imperial construction projects across the galaxy.

nature, Gigorans are gentle

Society: Ne pite their Impos ‘

f nate unless pushed to violence. They live in deep
vy mountains of Gigor, organized into home
it fifty individuals, ez by its most skilled

ans rarely live close enough to each other to
When they do interact, the occasion is often marked
v g feasts and weddings to promote genetic
liversity. Gigorans live a simple existence hunting icetrompers
nountain valieys and gathering edible berries, mosses,

molds from their home caves, Gigorans are curious to a

fault, making them easy marks for unscrupulous offworlders.

Offworld, Gigorans are interested in everything around
them. They are particularly compelled by any shiny bit of
technology and can stare at random blinking lights for hours.

draws Gigorans toward friendly beings, to
nhom they offer their strength in exchange for camaraderie.

nstinct

some exploit this tendency and lure oth-
good-hearted Gigorans down darker paths. Gigorans

Unfortunately,

» been victimized one time too many may grow jad-

This is especially true of those who

i or laced the Empire’s standard persecution

ich Gigorans gravitate toward work involv-

ig Ltheir brute strength and love of massive
can afford their services.

ricl vialent

pite the fact that slavers often sold them in
.ector as Wookiees, Gigorans are a distinctly
: species from Gigor, a frigid planet in the Outer
nguay sector. The snow-covered world is a rocky
: italnous place where only the hardiest specimens
of life survive for long, The caves that riddle the mountains
are home to Gigorans, jexxel cats, and snow shredder bats.
Deep within many caves, hot springs enable edible molds
and mushrooms Lo thrive. The valleys between mountains
are Nlled with hardy shrubs, mosses, and coniferous trees,
providing an ecosystem for rodent-like ice scrabblers, giant
wetrompers, and even jakobeasts,

Homeworld: D

Language: / confounding mixture of creaks, groans, grunts,
meisties, and chirps make up the Gigorans' native language,
mhich givees taost protocol drolds fits, However, many Cilgo
canis ledrn 1 speak of al least understand Basic 11 laken ol

L nanienorio

Life under the Empire rans away from thes

BRAWN

ABILITY

¢* Wound Threshold: 12 + Brawn

Willpower

® Strain Threshold: 10 +

e

® Starting Experience: 100 XP

® Special Abilities: Cigorans begin the e
rank in Brawl. They still may not train Brawl above rank
2 during character creation.

® Adapted to the Cold: Gigorans remove
due to cold or snow-filled conditions.

* Low-Tech: Cigorans upgrade the difficulty of Mechanics
checks involving advanced technology once.

IAKARU

The heavy-browed, simian lakaru are a rare sight in the gal-
axy, as their species never developed hyperdrive technology,
and relatively few ventured offworld until recent years. Most
still live in the rain forest canopies of lakar as they have for
thousands of years. However, the invasive presence of phar-
maceutical corporations (and, more recently, the Empire]
has driven many lakaru deeper into the jungles, or even off-
world. It is possible that lakaru may become a more cont-
mon presence throughout the galaxy as more escape the
continued despoiling of their homeworld.

Physiology: Covered in coarse, dark fur with lighter, softer
patches around their face and belly, lakaru are constanty
grooming themselves. Long, bushy eyebrows protect their
two dark eyes and provide lakaru with an instinctive sense
of a number of environmental factors, including relative
movement, wind speed, and even atmospheric pressure. A?
incredible sure-footed agility, tuned by millennia of gauging
death-defying leaps and swings through the dense jungies o'
lakar, complements their keen spatial awareness. Their g60
is extremely strong, evolved to brachiate through the rai
forest's branches and vines,

Society: The lakaru organize into tree-clans of fifteen 10 on¢
hundred members each, led by the eldest females. They usi
ally occupy the top fifty meters of jungle canopy, spending
thelr time in a single home-tree and a fow surrounang e
fltory trees. The often-aggressive males occupy oute! and
lower branches, acting as sentries for females and childres
In the higher branches and closer to the trunk. Mast maes



clan
ol Ibbyholes along the mair

» allG anthropols NSES often

V] T fr I
> dkin to a Corellian bar

howvs Haas 5
i-'--\.l:!!It'l_.”lr_\l'l‘..

IKaru agriculture fou Uses on

dnd insect farm
ited trunks near the home-tree

near mountans have access to metals and orig-
iU tecnnology, which is unique, if obsolete
lakaru

jlards are imited to solar eneray. for

ttle storage capacity. Nevertheless. they
ped repulsorlift technology, which they use I_fJ

rkspaces along branches and to stretch fruit vines
the canopy during the daytime.

While early experiences with offworlders have left most

apprehensive, some of them engage in trade or act

fes. The influx of offworld technology has been a

n to lakaru society, helping their civilization leap forward

cent decades. However, the coming of the Empire has

ught with it mass deforestation, displacement, massa-
es, dlnda more.

Homeworld: lakar is a lush, green Outer Rim planet not far
from the Derilyn system in the Elrood sector. Vast continen-
tal rain forests ring lakar's equatorial latitudes, flanked by
oceans and ice caps at the poles. The jungle, dense with Kilo-
meter-high trees, is interrupted by the occasional mountain
range. The vertical ecosystem here has enabled the lakaru
to dominate their world in the canopy. There, they dine on
avian species, Below the canopy, rodents and insects feed
on lakaru waste while avoiding predatory felines and giant
ambush spiders.

Language: lakaru communicate using a variety of sounds,
but most of their complex ideas utilize a rapid stream of
hittering and jabbering noises. They bark and screech when
uing over food or being threatened, and they make long,
mxo calls if they are away from home at night. lakaru can
learn and speak Basic, but their accent is heavy; most teach
non-native friends to understand lakari or suggest that they
itilize a protocol droid.

Life under the Empire: After escaping lakar, most lakaru
fall in with smugglers, mercenaries, or pirates, Ibut some ]9”1
the prowing resistance against the Empire. Their outstanding
a3 .;.-,-;,:r:.ru-:s,f, makes them strong pilots and expert gun-
h anything from a sling to a shipboard tufret Thosg

nave abandoned hope for a free lakar also often fin

19 swoop or Podracing circults

Nay LD
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CORPORATE COLLUSION

T hg lakaru lived in relative peace for most of their
- history, excepting minor conflicts between ambi-
tious tree-clans, That changed during the Clone
Wars, when Degan Explorations scouted the lakar
sy;tem and discovered unique chemical compounds
suitable for bacta replication and other high-value
processes on lakar. Parent company Chiewab set
Up a research lab, but competitors Fabreth Medical
and the nearby Merisee Prime intercepted confi-
dential transmissions and rushed to establish their
own facilities. lakaru defended their homes and
forests, but corporate security often massacred or
forcibly relocated entire tree-clans. Eventually, the

lakaru ceded the desired territory and retreated
farther into the trees.

As the Empire exerts greater force across the galaxy
but faces rising resistance, its need for medicinal
support has been increasing. A full-scale occupation
force was deployed on lakar only a few years after
the Empire came to power. The occupiers hoped
to claim any potential miracle cures that might be
extracted from lakar. Entire stretches of jungle were
burned to make way for Imperial garrisons, driving
the natives even farther from their homes. Scien-
tists of the Imperial Corps of Bioengineers directed
stormtroopers to capture specimens as they saw
fit, with no regard for collateral damage. The laka-
ru grew desperate for a way to oust the armored
invaders. Daring plans to build or steal ships or to
stow themselves away on outbound transports have
become common, in hopes of eventually finding a
way to repel the Empire from lakaru.

SPECIES ABILITIES

Wound Threshold: 9 + Brawn

Strain Threshold: 10 + Willpower
Starting Experience: 100 XP

Special Abilities: lakaru begin the game with one rans
in Piloting (Space). They still may not train Pilating

(Space) above rank 2 during character creation

Brachiation: lakaru suffer no terrain penalties to move:
ment through jungles or similar environments, They aiso
add [ to Athletics and Coordination checks related o

climbing, swinging, and balancing
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exoskeleton to resist the high gravity and atmospheric
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r primitive innate nervous system, dulls most of their
pain receptors, causing adult Tognath to feel little, if any,
ral months after spinning its cocoon, a child-sized

1ath emerges

Society: Tognath | n stilted homes with lava channels
near the main mountain range of Yar Togna, where they have

CEsE I ngwater. Most of Tognath society
\aF ection and egg laying should occur
€ fe. after ha dedicated most of one's prime years
cer This that parents are generally retired
n relentlessly, often homeschooling

f I rmation
Il miners or magma skimmers,
more rural flatlands. However. the
' ireer is that of a float farmer.
> directly on the backs of float-
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tons on the float-jelly's back makes
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nout the galaxy. Float farming is very
a Tognath farmer is a pilot braving vol-

ipdratl

s and float-jelly collisions or a leaper harvesting
produce from the back of a float-jelly. The most successful
flual farmiers are ege mates, able to sense each other's loca-
Hon and judge their safety at all times,
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Life under the Empire: Tognat!

often skilled pilots. |

itive goods and |

sen
pain makes them idea

them a reputation for keeping secretf:
other Tognath find work as advisors
tary analysts. It has also, unfortunately, led
find them untrustworthy, as in some circles such re

means it is impossible to determine whether a subject
ing the truth. No matter what they do, almost all To
bear a grudge against the Empire over the treatment of the
people and the co-opting of their planet. Most find their way
to anti-imperial extremist groups or the nascent rebellion

EGG MATES

s ometimes Tognath eggs fuse in pairs or trios
within their suspension jelly before hatching.
If the larvae fully gestate, they share a very close
bond throughout their lives. While their term for
the bond is utterly untranslatable, the closest
phrase in Basic is “egg mates.” If egg pairs f
early enough, egg mates report experiencing a low-
grade telepathy or empathic bond with each other.
Telepat}";ically' bonded €gg mates can always sense
each other’s location and state of mind.

If Tognath characters have
sPend a Destiny Point
general loc

lor

an egg-mate, they

as an incidental to learn
ation or direction of that egg mate
as the egg mate is within extreme
thei location, T
al state of the e

rang
hey also learn the current emo
£8 mate as well
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F van Survivor, Pirate, Retired

Ship Captain.

t to take one of these universal special-
the total number of specializations that

sfter adding the new specializa-
the universal specialization costs
4lization, note that universal spe-

rERr SDeCIa
of =1

Me3ans -'lif-'J!

career specializations.

ializations can be used as part of ini-

e
n to add additional depth to a Player
f= Fach has strong narrative elements
o to fashion backstories as idealistic
iey fight for the glornous new Ermpire,
yiy fues wanted n twelve systerms,
J o {or grestar freedoms 1O loarm ol
A BAechanie, for example, rght have

UNIVERSAL SPECIALIZATIONS

- R

Atmo
vNospheri 3
€ric Requirement

Coriba Chapter VI: Conflict and

picked up her engineering skills as a cadet at one of the
Imperial Academies across the galaxy. A Warrior could have
fought in the Clone Wars, and seek atonement in battle for
the deadly actions he and his clone brothers took against his
Jedi comrades in Order 66.

They can also be selected later in a campaign, represent
ing the PC sharing a past history with the group, perhaps
something that the character had kept a hidden secret. This
could be the result of an unplanned event, such as the group
discovering a deadly bounty hunter Is after one of their
members for eatlier acts of piracy. A PC with the Ship Cap
tain specialization might be without a ship until one is put
chased [or stolen), and then show off her previousiy Unseen
talents for running a vessel and NSPINNG @ crew \ Smuggie
could display Force abilities in 4 dire emergency, «
{trust his friends gnough: o tell of his time as a Padawan
Working with the ¢ ML these revelations in furiyca
10111518 and adventures 0 propel new o

ina then
0 ntroauee

new anlig NDAENS
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Melee. Discj.
pline, Knowledge (Lore) Vigilance

Making S to established
ha, for instance, is frequently
Adherents’ journeys. However
to their worship for meaning or guidance

he

To those who have seen or heard about the i
deeds of Force-users, such as the Jedi, worship o
tantalizes with the possibility of unlocking that s
Unfortunately for those who seek this power. not all ind
viduals are sensitive to the Force. Regardless, those who
sue Force worship earnestly find a strength they can un
within themselves.

By developing their understanding of the Force, Forc
Adherents become more in tune with the galaxy. E

the life around them; where most sentients hear o
Force Adherents hear the spiritual call and response of U
entire range of beings in the area. In addition, Force
ents’ meditative contemplation and training allow them I
push their bodies past normal limitations. An unw
belief in the providence of the Force can ¢
fear of failure, because all is as the Force wills it

Force Adherents' worship and training make
more-than-capable fighters, and their knowledge of B
Force is practically unrivaled. Due to their enhanced pe!
tions and reflexes, they are capable of anticipating of
nents’ actions in combat They excel at evagmg
and delivering precise blows. ( hallenges to Foice

ents are challenges to the flow of the Forge itselt

A FLAYEN OIFTIONS
ik A BIETIEL L MY



universal: Force Adher

force Adherent Bonus Career Skifls: Melee, Discipline, ent Talent TI'EE

Knnwl:ﬁue (Lore), Vigilance

| Bl DISCIPLE oF Lope

COST S

§il DISCIPLE OF LORE N

B AS THE FORCE
WILLS IT

3y ke an ®
Knowledge [Lore] che?k

N cosT10 4

COST 10

[ HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
_ Daunting (@ ¢ ¢ §) Dis-
v cipline check to remove
status. Difficulty reduced |
per rank of Hard Headed

S COST 15

COST 15

Destiny: Point
Jisciphne
number
ranks

Le --'_.:ﬁ (V2
—— COST 20

-3
Ee

SUPERIOR
- REFLEXES

Galn + 1 melee delense

COSsT 25

=S (05110

May decrease ¢

Discipline checks t
fear by 1 per
Confidence

When targeted by combat
check: may perform a

Dodge incidental to suffer a
number of strain ne greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number,

COST 20

Gain + 1 ranged defense

COST 25

e, [UST 10

When involuntanly suffer
ing stran, suffer 1 less
strain per raok of Resohve
o a minimum of 1

COST 20

o4 mwaro

Cain + 110 & singhe Chins
tonstc TS Cnnot Dawg a
Chara tensie above &

aEBERRARALD




PLAYER OPTIONS
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Knowledge (Warfare) Leadership. Piloting (Space)
Ranged (Light) t L nstitutior

neav

is the most
become
ing to become
often encourage
foster callous behavior
to the Empire. Despite
sionally emerge who did not r
tics and refused to be properly

ever, it is not uncommon for them to suddenly vanish.

For some who remain, knowing that their life will consist
of following strict orders, regardless of the harm to | I
civilians, quenches any desire to continue. After par
in theoretical or training operations to suppress unru
zens, it becomes impossible for such cadets to ignore these
operations in practice. For those who abandon the milia!
but don't rebel immediately, the continued abuse they
ness can be more than enough to motivate them to join ¢ ;
resistance movement. A few rebel cells have been Know! '_
assist disillusioned cadets in their defections. After el

their academy, former cadets are able to see the transg’es
sions they may not have noticed before joining

Imperial Academy Cadets are effective agents against .
Empire because their training helps them to anticipate 3%
exploit the Imperials' common tactics. Any mechanical B
print a rogue cadet has been exposed to becomes
to the Empire. Any glimpsed prototypes lose their eier
of surprise, and any protocol learned can be exploile :

o I

covert missions, To disrupt the enemy, one maost K
enemy, and these cadets know the Empire all oo W
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gerit! pcademy Cadet Bonus Career Skills: Kﬁ&e?gdme‘my Cadet Ta‘e -
" ® (Warfare), Leadershi Nt Tree ACTIVE

» Piloti
P, Piloting (Space), Ranged (Light)

B PASSIVE

I VEHICLE oy M —— -
T BAT "\ — . N
RAINING M conoimiongp T w '
P : LEDGE -
'y and Pioting (i Remove Bper rarkof Cond SPECIALIZATION
I Knowlecpe Kil Whin L
naking that skl check d
Per may spend -_h result o i
) gain addiional  SucCesses |
4 eaual 1o tank N Knowl
edpge Spacialztion
- = COST 5

[ o e oo U oo

" = :
! . S \ Once per encount . n%ﬁ&‘“"sﬁluE . TA[T‘(AL EUMBkT . .
re) skill | b U TRAINING \l 2
| € 18 a combat check, the o a
/,- -I L-;_\l:l.!\ '.l\m“.\l:! \1.ll t: I_.llll.lll \I||:‘ by | per |.}||'|\_. : ,|. i.‘.‘ﬁl:-I|I\.I|I1II|I;.|‘.II become career skills i
CosT 10 By the Book EARSA ‘”"-"”I:_'.
- COST10 4 B (%7 10

L m{?gluu Il COMMAND

B KNOWN

[l FULL THROTTLE

-~
b
: - f\f_“ | !.Jl‘.f rank of Com Take a Full Throttle action SCHEMATIC q
y take the TOEAN Zur\]:lli‘ :.:-hm:\ I]Ir\l:;IH{.’_ l_:rem make 2 Hard (@ 4 .} Once pef | I
: Dy making arship checks. Affected tar Piloting check Lo Increase B & it
:?dcgck‘ ,’] L(iade: gets add O to Discipline a vehicle's top speed lh\: ll o “".I s oo e
. P i I- ;|.-.u;t.l-l-|. checks for next 24 hours for a number of rounds I(grslll;‘kn;;:édg’ "éi:]rd l
I a | |.Z',r'-.‘.\?-[- — equal to Cunning cation) check -ﬁ:[m.?--
B e grants  familiarity .wlth a
S COST 15 buillding or ship's design i
e _ .
end of his — '
1

[ CONDITIONED A | [ KNOWLEDGE
| SPECIALIZATION

I BY THE BOOK

Once per encounter, before
making a combat check, the
character may suffer two
strain to add ¥ 10 the
results equal to his ranks in
By the Book.

Remove Illper rank of Condi
tioned from Athletics and
Coordination checks, Reduce
the damage and strain suf-
fered from falling by 1 per
rank of Conditioned

When acquired, choose |
Knowledge skill.  When
making that skill check,
may spend ¢ result to
gain additional successes

equal to ranks in Knowl
COST 20 edge Specialization

! fifficu f Formation
actics Is reduced to Aver-
age (@ @) Moy spend @
LU AVEVECEVEVAD

t until end of

COST 20

COST 20

| | BY THE BOOK

Once per encounter, belore
fmaking a combal check, the
character may suffer two
srain to add L} to the
results equal 1o his ranks I
By the Book

I TARGETED
FIR EPOWER
Orice per session may lake
Targeted Firepower action.
identify one enemy. 1argel
ancl make 8 Hard (
Knowledge Warfare)
check |l suct cusful, for the o

et of wpcounter allies
Aithin short rangd ol chat

AL atd € 0 Attacks
argint i‘r}ll-ll 1

iy (Wi h

Gain + 1 o & ungle charx
teristic. This cannot binng &
charactenstic above G

apainst |
pninndd i I
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{ few had actual practical held experience |
they were allowed Lo (o their master the Cla
Mot only was their lormal training abruptly cul short. but the
availability of Jedi Knowledge was severely ted alter 1

issuing of Order GG, That day was one ol the darkest in

galaxy's histe
lived through it

When the Jedi were branded as traitors and their ord
destroved, those rare Padawans still alive were strande
with no resources and no support: their mentors were slal
their former clone trooper allies were hunting them at tf
Empire’s behest, and they had no one from whom they cou

seek aid. In order Lo survive, these lormer apprentice:

forced to seek no-questions-asked jobs or to subsist off
life of crime. If any Imperial informant began Lo suspect thi
Force abilities, they would be forced to flee

As a result, many ol the remaining Padawans abandone
their Jediideals and began nomadic lives, Many actively pur
sued any way to blend In, hide their abilities, and subsist of
their own, Not all managed Lo remain hidden, though, with
the might of the Empire and the newly-formed Inquisitorius
alter them at every turn

While on the run, temporary allegiances were often all thal
was practical, as lasting bonds proved nearly impossible 10
maintain, especially when Padawans revealed their abilities
Saving a friend with the Force would frequently result in the
[riend’s abandonment out of fear of the Empire. Only those
already willing to defy the Empire would take that chance
A rebel cell, for instance, could take in Force users because
the lives of its members were forfeit already, For Padawan
Survivors, whose lives had been shattered by the Empir
rebellion was an exceptionally tempting opportunity

Having access to an almost-extinguished source of powe!
Padawan Survivors are capable of unbelievable acts Capd
ble highters and practiced at disappearing, they are abie !
effectively supplement a covert squad of rebel fighter
smugglers alike. The Force is a powerlul ally, and thess
mer Padawans are eager Lo again use it openly (1 meads
honoring their dead masters and tearing down lmperial!
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Universal: Padaw :
o Force Rating 1 an Survivor Talent Tree

CDST 10

Il SMOOTH TALKER

COST 15

[ SMOOTH TALKER ) I TRUST NO ONE R

When  first  acquired When targeted by a sodal
choose | skill: Charm, Co- check, may chose 1o suffer
ercion, Deception, or Ne- pre strain to 303 astomatic
gotiation. When making Y 1o the check. If the theck
checks. with that sKill, faits with §2, the character
spend @ to gain additional may immediately perform
7 equal o ranks in a maneuver as an out-of
Smooth Talker. tm incidental

Il UNCANNY
REACTIONS

[OST 20

COsT 20

SECRETS DF - _
ECRED : : -
THE JEDI Befare making a Lightsaber ! Gain + 1 Force rating. t::;; |T::s a::m‘m" I“':R
s ckill check, the character — _ :

" i : DST 28 - s

may spend one Destiny L - charactesti above §
Point to add damage to the :

antack equal to his ranks in

Knicwledpe Lore]
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Coercion. Deception
Knowledge (Underworld) Skulduggery

fledging anti-Imperial cells. These desperate,
bands have few legal options for support
on the experience of Pirates for help— esaec"
how [0 survive outside the law and in finding uﬂ»‘uL"'
useful contacts. What might start as purely busin
can grow to a more lasting association over exci {
shared conflicts, and a few bottl es of something jomnt
len..Whether a band of Pirates commits to a groug
els for profit, shared aggression against the E'r‘-o re, of
boredom may never be known. but Pirates’ aid can
such groups alive and fighting long after others have fallen

Regardless, Pirates sometimes find themse
o

Pirates can be duplicitous conniving, violent con-artists
but they are almost always effective Whether :
finding criminally-profitable jobs or manipulating t
comrades to make them more effective 1gainst the Empire
Pirates are constantly twisting situations to gain the most
benefit, They almost always focus the benefit for themseives

first, but sometimes it can spill over 1o their allies
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Talent
TI‘EQ B AcTive

eception,
Knowledne (Underwortd), Skuldugge
n
B PASSIVE

[l BLACK MARKET

4 . B KNOWS \

THE ROPES

| e
| B GREASED PALMS . % 1 :
,1 -t o | Il FEARSOME REP B COMMANDING ;
\_‘ T 0 avtomaie 6o ke N PRESENCE o
COST 10 i | Remowe l per. rank: ¢ i
o™

COST 10

B INTIMIDATING

May suffer & number of |

strain to downgrade difficul -I
=

| I DOUBLETALK D

2 may spend
UU 0 @ from a success-
or Deception
num-

[l BLACK MARKET
CONTACTS

Remove W per rank of
Street Smarts from Street
wise and Knowledge (Un-
derworld) checks

ty of Coercion checks, of
upgrade difficuity when tar
geted by Coercion checks,
by an equal number Strain

to disonient a1
f opponents within
to his

COST 15

snort range eql 1al
Presence for remainder of suffered this way cannol ex
ound and next two rounds. ceed ranks in Intimidating
\ \
COST 15

N COST 15

I COMMANDING ' [ STEELY NERVES
PRESENCE

Spend 1 Destiny Point to
ignore effects of Critical
Injunies on Willpower and
Presence checks until the
end of the encounter.

Spend 1 Destiny Point 1o
recover strain equal to Pres:
ence rating

Remove M per rank of
Commanding Presence
from Leadership and Cool
checks.

COoST 20

COST 20

B NATURAL ROGUE Q) I DEDICATION

W Prepare 10 J ALTERED DEAL

BE BOARDED! '
Once per session may take
the Altered Deal action and

Gain + 1 0 a single Chavas
tenstic. This caniot g &
charactenstic above &

Orice per session, may re-
roll any 1 Skulduggery or
Stealth check.

G MCOUmer may
el o e "‘/-'!"J; rrake Hard (i ) Coer-
: e op cion) check 10 radically
change @ prwmusw made

’W'Jﬂrwnnmw
P Crac e vt CrOInY

deal or bargain to the char-

Acter's advantage

w '(’} U U f’}
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Disci-
pline. Knowledge (Warfare]. Ranged (Heavy), Rangeq
{Light). Resilience Vigilance

they did. Almost no Je
ward, due to their accelerated
decommissioned and replaced wi
ers, who lacked their intensive training
clone troopers were horrified about their execut
66. A few went as far as removing their inhit
ing it for making them follow the order, si [
had removed it beforehand did not carry out the 0

Today, a handful of these soldiers still survive and
ple with the consequences of their actions. Whether u‘---_c 2
shame for their role in Order 66, anger against the EmP .t' ¢

Retired Clone Troopers are powerful allies despie =
age. Not only do they retain their tactical combat RIOWE==
and training, but they have striven to maintain thei g
cally imbued physical conditioning as well. This is effsEs
by the practical skills derived from their years of REAE
winning battles. As former soldiers of both the Reputi =2
the Empire, they also know the location of iy tple
doned military bases scattered across the galaxy. BX5
ence is power, and Retired Clohe Troopers are stoepat 11 5

Rt
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getired clone Trooper Bonus a
ence, Vigilance

red Clo
“"Sf-inhn::ngrooper Talent Tree

|
edge (Warfare), Ranged (Heawy), Ranged (Light)

Skills:

Resili
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| |l COMBAT VETERAN gy}
| : his ranks |

\‘_\-

COST 10

COST 15 al wound per rank

I PERSISTENT j

TARGETING

Increase  Blast

nades by 1 per
Powerful Blast.

IMPROVED
= COMRADES
IN ARMS

spend C O ) or

also gain 4 | soak
ane alfectod ally +

o
[OST 26

COST 10

Il STIMPACK
SPECIALIZATION
Stimpacks heal 1 addition

pack Specialization.

[ POWERFUL BLAST &

dealt by explosives, explo-
sive weapons, and gre-

COST 20

Comrades in Arms check to

LOST 25

B ACTIVE

Il PASSIVE

Knowledge (Outer Rim) o
(Core Worlds) check @ e

Al LNE CLTTE

COST 10

Il TOUGHENED

Gain + 2 wound threshold

v Critical Inju-
v 10 per rank of

of Stim- COST 15

COST 15

L 3
[ COMBAT VETERAN Q)

The character adds [ to
his: Brawl and Discipline
checks equal to his ranxs
in Combat Veteran

| I} POWERFUL BLAST )

Increase Blast damage
dealt by explosives, explo-
sive weapons, and
nades by 1 per @Ank
Powerful Blast

damage

ast=

of
Lt

rank of

COST 20

[ COMRADES
IN ARMS

Onge per encounter, take
Comrades In Arms action
and make 4 Hard (4 4 @
Discipline check [ suc
cessiul, the character plus
one ally per ¥ within medi
O range gains | delense
fr e rarnainder of [he v
Conrer

d from

or give
1 sodk

IR



SHIP CAPTAI

it b b s | IDENT LEADERS

T
ifiticins roe) kills g P{

ship Captain universal sf HIZatlof Charm Leade;
t leadership that gets these results. It ghip Negotiation., ar 'Pllotmg{Space} Given a

In order to live ti
contributions of an

can find jobs and know 3
aren’'t necessarily the finest of pilots
When needed, they can always step in tc
order to escape pursuit, make a temporary fi
blaster, but the best captains have specialists
roles. Such specialists tend to travel with a s
for extended durations. As captains and crews t
comfortable with each other, all members learn hc
to perform their key responsibilities and where
most effectively support everyone else. For m
professional arrangement acts as a surrogate famil
ture, with the captain as parent.

As surrogate parents, Ship Captains are responsible fo
keeping everyone in line and for pushing them to be th
best. When there is a dispute between crew members,
tains resolve it. When a decision needs to be made, capta
make it, and when shipmates doubt their own capabilities
a moment of crisis, captains instill them with confidence <r D
Captains themselves must be strong to earn the respect of
their crews, but they cannot operate through strength an

threats alone. If that strength can’t be tempered with com
sion, every crew member will eventually find reasons to [eave

This compassion is one reason why some captains rebel
against the injustices of the Empire. For some of them, e
Empire's human-centric policies are intolerable, as they view
species, beliefs, and affiliations as largely irrelevant as long
as shipmates meld with the rest of the crew and perform
well. Many others see the tightening grip of the En 25
a threat to their independent existence. This threat ¢
even more pronounced in light of a captain and crew's past
transgressions against the Empire.

Independent and driven to stay that way, Ship Captars
are dangerous threats to the Empire. No matter what e
legal or otherwise, they may have had before they g4
ownership and command of a vessel, they offer much ™
freedom fighters. With the capability to lead strkes I"'ﬁ'.'
effectively supported crews, they give hope to and signal
possibility of a more powerful organized resistance. Whettt
er they are needed, Ship Captains can get there and inspir®
their crews Lo victory

y {0

FLAYER OPTIONS
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I FELD commanper

\ ) |
====| Wl MPROVED
PRIDE AND Joy

1Ctor ke ar Ave-ralge
(\’ ®) Leadership check

COST 10

[ seev . ar

OF THINGS

Whenever the char
fails a Knowledge ch :
may spend £33 £ £ to roll
the check again during hi
next turm

¢ within short
check, the

character may suffer |
strain to assist that ally's
next check this encounter

ership
for the

L range | 456
s in Discipline by
qual to ranks

the Captain

COST 20

W 057 MPRESSIVE

er allies |

as an out-of-turn incidental

COST 15

Il INSPIRING
RHETORIC

Take the Inspiring Rhetoric
action; make an Average
(@ @) Leadership check
Each 3¢ causes 1 ally in
close range to recover |
strain. Spend L} to cause |
affected ally to recover | ad-
ditional strain.

S c7 20

[l INSPIRING
LEADERSHIP

Take the Inspiring L_r?ader-
ship action by making an
Average (@ @) Leader
ship check |l ‘i{l('(:{‘.":':flli,“ri
pirmibr of alllog not ex
concding 16 rating In !'m-,.
s within shork FEngs i

B it Wi o (hglr noxt
sl Nk

i! TRUST THE
CAPTAIN

COST 15

=

May take the Trust the Cap-
tain action by making a
Hard [00’] Leadership
check. If successiul, for the
rest of the encounter allies
within short range increase
their ranks in Discipline by
an amount equal to ranks

in Trust the Captain

COST 20

Gain + | strain threshold.

COST 25

COST 10

Take 3 Full Throttle action

make a Hard Pi-

vehicle's top speed by | for
umber of rounds equal

— COST 15

B SUPREME
PRIDE AND JOY

While inside his Pride and
Joy vessal once per session
as.an incidental, the charac-
ter may reduce its silhovette
By 2 {to a minimum of 0] for
the remainder of the round
and the following round

Galn + 1 1o & single Chans
torstic. This tannit bimg &
chanactensin: abeve 6

4

o

-
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NEW SKILLS

KNOWLEDGE (WARFARE)
(INTELLECT)

Warfare has been a part of the Star Wars galaxy since
recorded history. Epic tales abound from the mythical clash
es between Force users ages ago to the recent Clone Wars
With the armed insurrection against the Empire growing in
strength, it seems-only a matter of time before the galaxy is
plunged into perhaps its most bloodstained war ever.

As the name suggests, Knowledge (Warfare) is a Knowl
dge skill. It covers a character's knowledge of organized
ict, both on the ground and in Space. Many things fac-
tor into this, from training and insight on the strategies and
tactics of modern warfare, to an appreciation of the person-
nel and technology of the factions involved in the conflict,
to knowledge gained from studying the other great wars
throughout galactic history. Recognizing and understand-
ing the workings and history of conflict allows a character to
not only survive in the middle of combat, but to learn from
battles and pass on this wisdom to others in the increasingly
violent struggle against the Galactic Empire.

Ccor

» A character’s knowledge of the strategies and tactics of
warfare both on the ground and in space is represented
by the Warfare skill.

* Any time a character
wants to remember
details about a signifi-
cant event, organization,
or individual who played
a role in a galactic struggle,
the character should makea
Warfare check. &

The difficulty of the War
check is based upon how h
would be to acquire the informa
tion the character wi
know. Classified, highly loca
ized, or ancient information is
obviously more obscure. Standard-
ized structures and patterns U
the character has encou |
before, such as in earlier mi
are much easier to rememb

HTSABER (BRAWN)

Lightsabers (and their derivatives

: i dare auite inlike A o1l
Capl €n.in a gal €ad with rare and often r.. .
rmaments. When inactive, lishtsabers appear | R

than a simple hilt | irt

ment. Once activalet 12h. the

powerful energy that can cut thre

Their differences do not end here: thei

tributio and the nature of their blades me:

those highly proeficient with normal swo

: : is have diffi

Il.ll;ll.:ll.!lll...‘ them proper |" T{-.' ll'“\." master ;i.,'!,-‘..ﬂ-'jhf.'fr') reg Uires

specialized skills A
Although the Lightsaber skill is linked to the Brawn char

acteristic, often characters may have access to talénts thar
can link the skill to a different characteristic Instead, r.{-}-’j[r:_
senting unique forms and fighting styles developed oy :
centuries. The Lightsaber skill governs melee attacks made
with lightsabers as well as with derivative weapons Stch as
lightwhips, guard shotos, and training sabers,

The Lightsaber skill is most often used to make compst
checks while using these weapons, though at the GM's d
cretion there can be other times this skill can come into play
Like other melee attacks, the difficulty of Lightsaber comba
checks is Average (@ €). The check might be easier if the
opponent is incapable of resisting or at other times per the
GM'’s discretion. Brawn is the most commonly used char-
acteristics when making a check with this skill, but certain
talents can allow others to be used instead. Maneuvers the
character makes and specific combat situational modifiess
can also modify the check’s difficulty, as described in Chap-
ter VI: Conflict and Combat in each core rulebook.




NEW TALENTS

he following pages describe tale

ReseLLON that are not found in
Every entry includes the inform
Sec Chapter IV: Talents in
mation on talents.

Nis included in Dawn of
all three core rulebooks,
ation required for gameplay,
any core rulebook for more infor-

ALTERED DEAL

Activation: Active (Action)

Ranked: No

Trees: Pirate

Once per session the character may take the Altered Deal
action and make Hard (4 4 4) Coercion) check to radi-
cally change a previously agreed upon deal or bargain to
a version much more advantageous to the character. The
player must narratively explain what happened, including
the details of how the character arranged for the deal to be
changed as well as the specifics of the new deal.

AS THE FORCE WILLS IT

Activation: Passive

Ranked: No

Trees: Force Adherent

The character may make an Easy (4) Knowledge (Lore)
check (instead of Discipline or Cool) to heal strain at the end
of an encounter. @ can be spent to heal all strain.

BLACK MARKET CONTACTS
Activation: Active (Incidental)
Ranked: Yes

Trees: Pirate

When looking to purchase illegal. exotic, or black market
goods, the character may decrease an item’s rarity by one lev-
el per rank in Black Market Contacts. For each level an item's
rarity is decreased, its cost increases by 50% of its base cost.

COMMANDING PRESENCE
Activation: Passive B
Ranked: Yes g
Trees: Pirate .

The chgracter removes [l per rank of Commanding Presence
from his Leadership and Cool checks. =

COMRADES IN ARMS
Activation; Active [Action)
Ranked: No e
Trees: Retired Clone Trooper =

Once per encounter, the character may take a Comrades in
Arms action to make a Hard (] 00} Diéciﬁlfh@?diéﬁi; £
successful, the character plus one ally per ¥¢ within medium:
range gains + 1 defense for the remainder of the encou:
Should an ally move outside of medium range, that all;

this benefit. '

COMRADES IN ARMS (IMPROVED)
Activation: Passive :
Ranked: No ' .
Trees: Retired Clone Trooper e
Whenever the character takes the C
he may spend £} £} £ or @ to also ga
one affected ally + 1 soak.

CONDITIONED
Activation: Passive h




DEFENSIVE DRIVING

Activation: Passive

Ranked: Yes

Trees: Imperial Academy Cadet

Any vehicle the character pilots has its defense rating on all
z0nes increased by one per rank of Defensive Driving.

DISCIPLE OF LORE

Activation: Active (Incidental)

Ranked: Yes

Trees: Force Adherent

Once per round, the character may suffer one strain to
decrease the difficulty of his next Knowledge (Lore) check
a number of times equal to ranks in Disciple of Lore, to a
minimum of Simple (-).

DISCIPLINED SOUL

Activation: Active (Incidental)

Ranked: No

Trees: Force Adherent

The character may spend one Destiny Point after making a
Discipline check to spend a number of & not exceeding the
character's ranks in Knowledge (Lore) as £}.

DISORIENTING STRIKE

Activation: Passive

Ranked: No

Trees: Padawan Survivor

After missing an opponent with a Lightsaber combat check,
the character may chose to spend £} £ or @ to disorient
his foe for three rounds. Disoriented opponents add Il to all
skill checks.

DOUBLE-TALK
Activation: Passive
Ranked: No

Trees: Pirate

The character may spend £ £} or @ fr
Charm or Deception check to disorie
nents within short range equal to his ra
the remainder of the current round an i

ENCOLURAGING WORDS
Activation: Active (incidental, Out of Tun)
' I N o e

EXTENDED REACH
Activation: Active (Incidental)
Ranked: No

Trees: Force Adherent N
While armed with a two-handed melee weapon, thei-‘e 3 7
acter may suffer one strain to make a Melee COMbEL chany
with that weapon targeting an enemy at up to Short raey
(rather than engaged range). The difficulty of the i :
remains Average (¢ ). etk

FAMILIAR SUNS

Activation: Active (Maneuver)

Ranked: No

Trees: Retired Clone Trooper

Once per game session the character may perform g Famil.
lar Suns maneuver to make a Hard (4 4 4) Knowlegg,
(Outer Rim) or Knowledge (Core Worlds) check |t Suic-
cessful, the character is familiar with the type of D|3ﬂ6tary
environment he finds himself in. He knows whether the
planet is likely to be inhabited and, if so, where habitation
could be found. He also knows about unusual environmens
effects, hostile predators, or sources of potential profit.

FEARSOME REP

Activation: Passive

Ranked: Yes

Trees: Pirate

The character adds automatic £} to the results of his Coer-
cion checks equal to his ranks in Fearsome Rep. el

FORCE OF WILL
Activation: Active (Incidental)

Ranked: No .

's: Force Adherent




J it Activation:
yankel

Ra Ranked
Ires Trees:

Average |" ’I Hard f. ’.J
4 \}\J\}l}\}\}

L ; : Daunting

(XXX Discipline check . ;
Activation '. f 30 ed or 2
Ranked d es . )
Trees r Easy [’]

‘f‘-S’?'QINf‘ L"AD’:RSHIP

Activation: /

Ranked: 1

Trees :

Average [Q QJ Leadershlp check

INSPIRING RHETDRIC
Activation: Active (A
Ranked: No

Trees: St

e ke F— et - action
ar Average {Q &) Leadershlp check

F
E

tional strain.

KNOW THE ENEMY
Activation: Passive
Ranked: No
Trees: Imperial Academy Cadet
The character may choose to use
the Knowledge (Warfare) skill
when making checks to deter-
mine Initiative.

PLAYER UPTIONS
DAWN OF REBELLION



KNOWN SCHEMATIC
Activation: #

Ranked: ©

Trees

\ I Hard (¢ @ @) Knowledge (Education)
check Su 5 f ir with a building or capita

KNOWS THE ROPES
Activation: Passive
Ranked: N¢

Trees: Pirate

MASTER OF SHADOWS

Activation: Active (Incidental)

n Survivor

. character may voluntarily suffer 2 strain
the ity of the next Stealth or Skulduggery
e, to a minimum of Easy (4).

MOST IMPRESSIVE

Activation: Active (Incidental)

Ranked: No

Trees: Ship Captain

The character may spend @ from any skill check to allow a
ies not exceeding his rating in Presence within
to add automatic £ to their next skill check.

Activation: /
Ranked: !
Trees: P

NATURAL SCHOLAR
Activation: Act
Ranked: N¢

Trees: Imperial A

K 1

PARRY

Activation: Active (Incidental, Out of Turr
Ranked: Yes

Trees: Padawan Si

Lightsaber combat check

oelore soak ipplied, so immediate y diter step 3
Perform a Combat Check in Chapter V- Conflict ang
Combat the 1a may take a Parrv in dental H
fers 3 strair

(0

PERSISTENT TARGETING
Activation: Passjve

Ranked: No

Trees: Retired Clone Tro

After making on
a target, the cha
that same target for th

POWERFUL BLAST
Activation: Passive
Ranked: Yes

Trees: Retired Clone Trooper

The character increases the Blast qualit
explosives, explosive weapons, and
per rank of Powerful Blast

PRECISION STRIKE

Activation: Active (Incidental, Out of Turn)

Ranked: No
Trees: Force Adherent
When the character inflicts a Critical Injury with a Bran
Melee, or Lightsaber weapon, he may suffer 1 stran 0
change the result to any Easy Critical Injury result

Additionally, whenever the character defeats a me
ion or rival NPC, he may always choose to do st &

nonlethal means, even if the environment of exced

tional circumstances would normally make hat
difficult or impossible.




pREPARE TO BE BOARDED:
Mm,;ﬂ;il;m; Active [Aclion

Ranked' NG
Trees: Pirat
once pet encounter the charac ter m Y tak
K °Y 1AKe the Prap:

ne Boarded! action by making an epare tg
he t =l Opposed ¢

e Eapitat oe
piscipline check targeting an enppmy ship ¢ “ﬂ:ion %
nis can be via electronic means: the tiwo aptain (note

LhF”t"l lers do not
gl enemy suffers
A ner uncanceled 5 P SUNErs o
. ner uncanceled 3. The Charactey May also sp nc; i
3 4%2 4*) & y il il b g
o ) O 1o inflict addit lonal strain equal to his r- (‘b
. rcion: Should the enemy exceed his strain Ih:;?]nﬁ
Stre sshole

result of resolving the check the
3 *CK, the enemy s .
1o the character ¥ surrenders his

vy b face to fat E *85
a4 L successiul, the

ol THL

PRIDE AND JOY

Activation: Passive

Ranked: NO

Trees: Ship Captain

The character chooses one starship or vehicle with a silhou-
gtte of & or higher that he owns, This vessel is the character's
‘Pride and Joy" vessel, He upgrades the ability of all social
skill checks he makes while within short range of the vessel
once IF the vessel is ever lost or destroyed. the character
may apply Pride and Joy to a new starship or vehicle that
meets the requirements. The process of modifying and accli-
mating to the new vessel may take some time at the GM's
discretion. No two characters can have the same vesse| as
their Pride and Joy.

PRIDE AND JOY (IMPROVED)

Activation: Passive

Ranked: No

Trees: Ship Captain

While inside his Pride and Joy vessel, the character recovers
one additional strain whenever he recovers strain and may
spend 3 on checks made Lo recover strain Lo allow an ally also
within the vessel to recover one strain,

PRIDE AND JOY (SUPREME)
Activation: Active (Incidental)
Rani ed: No

REFLECT
Activation- Ac
FACTve |1 5
Ranked; Yo Higids
T’Ees; Padawan Survivor
Qrce talp

i I‘;r_:uff;;t_:lilf ENHun the character sufters a hit from a Ranged
dnﬁmév .|=; eul__ [Heavy), or Gunnery combat check, and after
u‘tialél\} .“.l ‘cal(.ulal_.nd (but before soak s applied, so imme-
vyt h(: Rt‘rl iif-:p 5 of Perform a Combat Check), he may
e 'd."-ml' ‘l-. |ll,(_t INcidental, He suffers % strain and reduces
1'1l'ill'llr'|k1'd't‘£ dealy hy_that hit by a number equal to 2 plus:
hii F: y S In Reflect, This talent may only be used once per

-and when the character |s wielding a Lightsaber weapon.
RESOLVE
Activation: Passive
Ranked: \Yos
Trees: Force Adherent

When the character suffers strain, he suffers one less strain
ber rank of Resolve, to a minimum of one. This does not

ntal, Our of Turn)

apply to voluntary strain loss, $ {
SECRETS OF THE JEDI »
Activation: Passive o

Ranked: No g

Trees: Padawan Survivor ) ' T
Lightsaber becomes a career skill. The character may also |

decrease the difficulty of checks made to construct or repair I il
lightsaber hilts a number of times equal to half hi ranksin k-
Knowledge (Lore) (rounded up), to a minimum of Easy (¢), e

This does not include checks made to install mos

SECRETS OF THE JEDI (IMPROVI;BJ"
Activation: Passive

Ranked: No ol
Trees: Padawan Survivor iy
Discipline becomes a career skill. Secrets of the Jedi can
be used when installing mods to lightsabers. '

SEEN A LOT OF THINGS
Activation: Passive
Ranked:No

Trees: Ship Captain

Whenever the character fails a
spend L O O 10 roll the chec
SLEIGHTOFMIND
Activation: Passive

LA
-




-

B P

Activation:
Ranked: !
Trees: |

STIMPACK SPECIALIZATION

Activation: P
Ranked: '
Trees: Retired Clone Trooper
Whenever the character (st 1 stimpack, the rEe f
ink ol Stimpack r-.'.' ok
wond each day still h

SUPERIOR REFLEXES
Activation: Passive
Ranked: No

Trees: Force Adherent

[he character gains + 1 melee defense

TACTICAL COMBAT TRAINING
Activation: Passive

Ranked: No

Trees: Imperial Academy Cadet

Melee and Ranged (Heavy] become career skills

TARGETED FIREPOWER

Activation: Active (Action)

Ranked: No

Trees: Imperial Academy Cadet

Once per session the character may take the Targeted
Firepower action by identifying one detected enemy
character, vehicle, starship, or structure and

making a Hard (¢ € ) Knowledge

(Warfare) check. If successful, for the

remainder of the encounter all allies

within short range of the character add

automatic £ to their combat attacks

against that target equal to ¥¢ that

the character gained in the check.

TEMPLE TRAINING
Activation: Active (Incidental)
Ranked: No

Trees: Padawan Survivar
Force talent. Before making a
Lightsaber skill check, the charac-
ter may spend one Destiny Point
to add damage to the attack equal
ta his ranks in Knowledge (Lore).

*h

Activation:
Ranked: |
Trees:

TRUST THE CAPTAIN

Activation: Act Actior

Ranked: i

Trees: Ship Captair _ .

ing a Hard (¢ ¢ ) Leadership check

the rer if the er

chigracters ranks

VEHICLE COMBAT TRAINING
Activation: Passive
Ranked: No

Trees: Imperial Academy C
Gunnery and Piloting (Planetary

WHEEL AND DEAL
Activation: Passive
Ranked: Yes

Trees: Ship Captain
When he sells legal goods to a reputable merchant
ness, the character gains an additional 10 )

rank of Wheel and Deal (based on the original sell price of

5

the good or item)
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DLT-19D HEAVY BLASTER RIFLE

W15 a weapon BlasTech made specifically for

peria ‘\. Wy s death troopers starting with the tried
landara stormtrooper DLT- 19, BlasTech engineers

wed tl l'-l".l' 1pOn to meet the exat ting standards of the
rps. The DLT-19D features a unique galven pattern

vith- auxiliary barrels that tap intean expanded central ener

hamber to offer greater power output and rate of fire, It
gral optical telescopic sight to improve

racy over long distances. Its power output and rate of
fire have been increased. All of these improvements make
the rifle an excellent choice for the elite forces of the Empire
1o destroy rebellious enemies

The Integrated optics counts as a scope and reduces the diffi-
culty of Ranged combat checks at long and extreme range once.

E-11D BLASTER CARBINE

The E-11D is the standard-issue longarm of the death troop-
ers. Designed for the Kinds of close-guarters and urban com-
bat situations that death troopers excel at, the E-11D is a
lightweight, sturdily built blaster carbine that trades range
and accuracy for sheer stopping power and short-range per-
formance. The E-11D has a large-bore reinforced barrel, and
comes equipped with integrated features to improve power
output, balance, and handling.

Upgrade the ability of combat checks made when using
this weapon at short range once.

E-22 BLASTER RIFLE

An uncommon weapon in the Imperial arsenal, BlasTech's
E-22 blaster rifle is a medium squad support weapon
fielded by numerous Imperial special forces units. Used pri-
marily by amphibious shoretroopers, the E-22 is a heavy,

Lightbow

A

environmentally sealed blaster rifle designed to stand up to
hard use in hostile environments. Larger and heavier than
the standard E-11 blaster rifie, it features reciprocating
double barrels with a more aggressive galven pattern, and
numerous other features installed to improve performance
and survivability.

The weapon’s environmental sealing prevents damage
from water, sand, salt, caustic gasses, and other dangerous
environmental hazards,

LIGHTBOW

A distinctive part of each Guardian of the Whills spiritual pro-
gression on Jedha, lightbows are traditionally constructed by
hand upon completion of the seventh duan towards physical
perfection. They have two limbs containing polarizing arrays
to stabilize firing: These extend outwards and so make light-
bows resemble Wookiee bowcasters, but the limbs on light-
bows can be collapsed for easier transport. A sophisticated
auto-loading system loads, cocks, and fires with every pull of
the trigger. emitting a powerful charged particle.

The user may spend a maneuver to collapse the weapon for
regular transport (reducing its encumbrance to 3) or expand
the arrays to ready it for firing.

P

==

£-22 Blaster Rifle




TABLE 3-1: WEAPDNS

DLUT-19D Heavy Ranged 10 Long
Blaster Rifle (Heawy)
N Blactar Carbin Ranged Q z . Medium
i S [Heawy)
- s Ranged a z | ‘Mediim
22 Blaster Rifle (Heavy) :
R Ranged 11 3 Long
i L (Heavy) ' :
MWC-35¢ i
Repeating Cannon Gunnery 9 & ong
[Standard Mode)
MWIC-55¢ _ 4
Repeating Cannon Gunnery 13 3 | Medium
(Single-Shot Mode) |
PBO8 Heavy Ranged 6 3 | Medium
Blaster Pistol (Light) |
¥ Ranged 4 2 | Medium
Vibrorang (Light) ) 3

MWC-35C “STACCATO LIGHTNING"
REPEATING CANNON

Morellian Weapons Conglomerate MWC-35¢ heavy repeating
blaster cannon is one of the galaxy’'s premier support weap-
ons. Designed to give an infantry squad unparalleled auto-
matic fire capacity, the aptly nicknamed “Staccato Lightning”
delivers all the power of a heavy repeating blaster in a rela-
tively compact, easy to use package. Unlike a typical heavy
repeating blaster that is stationary and requires a team of
three dedicated gunners, the MWC-35c¢ was designed to be
easily portable and require less training for use. The weapon
consists of a backpack-mounted, high-output energy gen-
erator connected to a blunt-nosed heavy blaster rifle by way
of an armored galven-circuitry flexible charge belt. While it
is heavy and bulky, the generator's straps work like load-
bearing gear to distribute the weight around the wearer's
body to make it relatively easier to carry.

While the MWC-35¢ works surprisingly well, it has some
drawbacks. The armored cable that carries power from the
backpack to the rifle can break or become disconnected
during heavy use, making the weapon useless until repaired.
The generator itself, although well protected, can detonate
when ruptured, often Killing the wearer and seriously wound-
ing anyone nearby.

The repeating cannon can be fired in two different modes,
The standard mode fires in a full-automatic surge designed
to eliminate many targets in an instant. The secondary mode
fires single-shot blasts of higher power, but requires prim-
ing the weapon via the pump-action foreguard, Switch]ng
between modes requires a maneuver.

If this weapon is ever destroyed—by a weapon with the
Sunder quality or through other means determined by the
Came Master—it blows up and deals 10 damage to the
wearer and other characters within engaged range. '

'Dam | Crit | Range |Encum

| Rarity | Special

Accurate 2, Auto-fire

'HP | Price

: 1 (0][0] g
) 1 | (R)5:0 Cumbersome 3, Pierce 7
R | 401 ) | Stun sefting
i o | Cumbersome 2, Linked 1
e i > 2, Linkeg
4 2 | (R} 1,500 8 Stun setting :
p 5680 q | Blast 4, Knockdown
) £, U Pierce 3, Slow-Firing |
] : L | Auto-fire, Cumbers :
[ Z 7 ¢ A 1=150me }
5 | 2 3,000 Pierce 2, Vicious | :
) _ | Cumbersome 3. Pier
! . " ( 7 £ =FS0ME 5, Fierca 4
5 2 3,000 Prepare 1, Vicious 2
9 o) 800 6 | Stun setting
: 5 300 Limited Ammo 1,

Pierce 2, Vicious 1

PBO08 HEAVY BLASTER PISTOL

One of the more popular pistols on the market, Merr-Sonn's
PB08 was designed as a direct competitor to BlasTecn's
DL-44. Simple and reliable, the PBOS is a sturdy, large
framed blaster pistol with a short ventilated barrel that deliy
ers excellent damage and penetration over short ranges
What makes the PBO8 stand out from the crowd is its heat
management and energy conservation systems. Most heavy
blaster pistols, especially the DL-44, have a nasty tendency
to overheat or run out of blaster gas at the most inopportune
times. Merr-Sonn’s designers eliminated these drawbacks
from the PBO8 by using gas circulation heat sinks in the bar-
rel to dissipate the heat generated by the powerful blaster
bolts. These pistols also have a unique energy management
system designed to squeeze as much energy out of Tibanna
gas as possible. While this makes the PB08 more reliable. i
also reduces the weapon’s range and raw damage output

This weapon cannot be made to run out of ammo b
spending &7,

VIBRORANG

Seen in some of the more remote areas of the galaxy, 8%
cfaliy in rougher and more aggressive resistance movements
vibrorangs are throwing weapons containing ultrasonic Vit
blade technology. They can be hurled in long, curving =
that can often catch targets by surprise.

If a ranged attack with a vibrorang is unsuccessii. .
user may spend 3 £ to have it safely return to s ;-.ongk;
sion. [t can also be used in melee combat with the follones
profile: (Melee; Damage +2: Critical 2: Range (Engage™
Inaccurate 1, Pierce 2, Vicious 1.



NEW DROIDSs

many as
Wil Warme "l”':'“:'
part ol the .,';‘r_u.‘..r;;‘-. repel
roes in oming vears

DTS-SERIES DISMANTLER DROID [RIVAL]

naton's DTS-series dismantier droids are a

1Alaxy'’s ports and breaking vards. Dis

ITE DIg, surprisingly nimble droids roughly the size

or large airspeeder They are shaped

mushroom, with a large, sensor studded

I head perched on a thin cylindrical body. Four

urround the base of the body, and two

rms tipped with powerful crushing claws sprout

eneath the head. Designed to dismantle and recycle

hips, these burly droids are equipped with a suite of

ructive tools and weapons, backed with the strength to

them. To get around shipyards quickly, dismantlers are

equipped with a repulsorlift generator and numerous
mall thrusters that give them a surprising turn of speed.

While they are intelligent, they are remarkably single:
noed and rarely interact with organic sentient beings
ther than to take orders, report, and ask for clarifications,
Ihis gives them a reputation as slow-witted and dull, which
nakes individuals unfamiliar with these droids tend to

tmate them

Skills: Computers %, Mechanics 4, Perception 5, Ranged
(Heavy) 1

Talents: Adversary 1 (upgrade difficulty of all combat checks
against this target once), Gearhead | [remove i} rrgm all
er::.r:arms checks), Solid Repairs 2 (repair twol ad(.jltiOﬂal
puints of hull trauma when repairing ships or venlcle;,},
Abilities: Droid [does not need Lo breathe, eat, or drmk: and
can survive in vacuum and underwater; immune Lo poisons
and toxins), Flyer (allows droid to.ly as per the rules {n :22
Flying sidebar in Chapter?Vl: Conflict and Combat in
tore rulebook), Siihouette 2, .
Equipment: Cutting torch fRagggd ;H:alvygu?;r;asﬁ: ici| 1?5
Crneal %, Range |Short); Blast 5, Breach 1, yMdious
’ !ﬁo:aﬁnhfelr:e; Da!‘nage 6, Critical 2, Range lEng?g:aéirls;
Beemch 1, Sunder, Vicious 2), 'dlsmqmllr_\g -manig_u ::1 5
Bt Damiage 4, Critical 4, Range [Engaged]; eﬁeﬁcy'
i repsie 1oo)s (counts as a tool _-ki_t and an em

regi it that can be used ONce per session).

ID9 SEEKER DROID [MINION]
2 SUEIS are small, repulsor-driven. Class /I droids used
"M:' the galaxy as ¢ Quriers, scouts, and occasionally
. 15, {"'_‘" ID9 by Arakyd Industries is a perfect {’_.rampu‘;-,'
:f"' lype ””':‘?': small, nimble droids look like miniature
vIPEr probe droids. They are ( ommonly used by the (SB and
. the course of their work rooting out rebels,
I_.rfmf;_rf,_ and Jedi. Roughly the size of 2 large datapad, these
droids have a flat. saucer shaped body covered in light-
absorbing polycarbonate. A single large red photoreceptor
surrounded by four small Sensor globes is mounted on the
leading edge of the saucer. and the dorsal surface is studded
WIth antennae and sensors. Five multi jointed limbs—three
long and two short—are mounted to the droid’s ventral sur-
face. Each of these limbs is equipped with a powerful grasp-
Ing claw and a short-range Energy weapon that allow the lit-
tle droids to knock out organics and other droids with ease.

Inquisitorius in

IDS droids are not the smartest droids in the Imperial
arsenal, but they make up for it with tenacity and a kind of
low cunning not often seen in droids of their class. With their
nearly silent repulsorlift generator. light-absorbing coating,
and stealthy programming, they are well suited for sneak-
ing and spying. Since these droids are used primarily by ISB
agents and other secretive assets, most resistance opera-
tives don't even know they exist. Those who have encour-
tered them view them with equal parts annoyance, respect,
and fear, because while they themselves are easy to deal
with, their masters usually are not.

Skills (group only): Computers, Coordination, Melee, Stealth.
Talents: None.

Abilities: Droid [does not need to breathe, eat, or drink, and
can survive in vacuum and underwater; immune to poisons
and toxins), Flyer (allows droid to fly as per the rules in the
Flying sidebar in Chapter VI: Conflict and Combat in the
core rulebook), Silhouette 0. y
Equipment: Shock prod (Melee; Damage S Cn_t:cai_ 5
Range |Engaged]; Disorient 2, Stun damage), ion disruptor
(Melee; Damage 5: Critical 4; Range [Engaged]; lon).

IG-RM-SERIES ENFORCER DROID [RIVAL]

-RM serigs is one of the more common _offshoors of
Iil::?o.fan Laboratories” 1G-series _combat dm‘tds Closely
related to the IG-series assassin _drelds. IG-RM droids are tall,
faceless, fmposing constructs with broad shoulders, spindly
arms, and a penchant for violence. Designed to act as boxdy-
guards and security personnel, 1G-RM droids have a heawly
armored torso and programming that makes them umm§
ly layal to their owners. These drolds have na qualms .:gmm
harming other sentients at thelr OWners’ DERest, _




PRESENCE

| 3. Coercion 3, Cool 2, Melee 3, Perception 3,

Skills: Br
Ranged [Heavy) 3, Vigilance 4

Talents: Adversary 1 (upgrade difficulty of all combat checks
against this target once}, Body Guard 2 (as a maneuver, suf-

strain to upgrade the difficulty of combat checks made
st an engaged ally twice).

Abilities: Droid (does not need to breathe, eat, or drink, and
can survive in vacuum and underwater; immune to poisons
and toxins).

Equipment: DLT-18 heavy blaster rifle (Ranged [Heavy|; Dam-
age 10; Critical 3; Range [Longl; Auto-fire, Cumbersome 3).

KX-SERIES ENFORCER DROID [NEMESIS]

Arakyd Industries’ KX-series enforcer droids are a rarity in
the Empire’s armed forces. While droids in general are quite
common in the Imperial military, those programmed for
combat or other warlike functions are largely unheard of.
General distrust of Class IV droids throughout the galaxy,
plus the debacle of the dark trooper program, has soured
the Joint Chiefs on the use of combat droids. One exception
to this rule, however, is the Imperial Army’s KX-series.

Officially classified as security droids, KX-series droids are
general-purpose units used in roles ranging from combat
support to security to frontline battle. They stand just over
two meters tall, with broad shoulders; long, thin limbs: and a
skull-like head with two piercing white optical sensors. Their
bodies are covered In dark gunmetal armor, and an integrat-
ed back-mourted combat computer gives them an almost
hunchbacked posture. Rigorously controlled and monitored,
these droids are subjected to all appropriate service and
maintenance, which gives them little opportunity to devel-
op individuzl personalities. What little personality they do
nave is cool, commanding, and menacing. Extremely single-
minded, they are quite difficult to bluff or distract from their
given mission Their humanoid form alse means they can be
equipped with almost any weapon a human could use.

KX series droids are a priority target for insurgents. Rebel
\eadershilp has put a bounty on their capture, and at least
e cell has a KX among Its membership that acts as an infil-
trator and spy.
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TABLE 3-2: NEW DROIDS
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MSE-SERIES MAINTENANCE
DROID [MINION]

s MSE-series "mouse droids” are so common
laxy's starships and space ports as ta be nearly
Designed by Rebaxan Cotumni decades before the
tbreak of the Clone Wars, these tiny. boxy droids were
iced by the billions. Closer in intellect and utility to a
to a full droid, they are equipped with é low-
single-function droid brain that can contain a
rogram at a time. These programs can be switched
sut with ease, making the droids surprisingly versatile. This
Is hampered, however, by the droid's lack of intel-
ect, creativity, and problem-selving abilities.

The ubiguitic
1 the ga

wisible

wered

singie |

rilit
arsatiiy
VEerSallinly

Mouse droids are largely used in maintenance and custo-
dial roles aboard ships and in military installations. With their
three retractable manipulators and a surprisingly excellent
sensor package, they excel at basic mechanical and electri-
cal repair, and at cleaning, scraping, painting, and otherwise

NEW VEHICLES

his section contains a selection of the walkers and tanks
that feature heavily as the growing resistance to the
Empire becomes a full-blown civil war.

WALKERS

Walkers are often the go-to vehicle for use in hazardous
areas. Capable of navigating nearly any terrain, they are most
commonly used in military, scouting, and exploration roles.

AT-ACT

The All Terrain Armored Cargo Transport is a heavy-duty
logistics walker and cargo hauler based on the successful All
Terrain Armored Transport. Like the AT-AT from which it was
developed, the ATACT is a tall, imposing, lumbering, four-
legged walker with a decndedly elephantme appearance

carry out the drudgery of keeping a starship ships
also make remarkably good security and comimun
droids, keeping walch over sensitive areas, carrying encrypt-
ed messages, or even acting as tools in espionage efforts.

Skills (group only): Computers, Mechanics, Perception.
Talents: None,

Abilities: Droid (does not need to breathe, eat, or drink, and
can survive in vacuum and underwater; immune o poisons
and toxins), Silhouette 0.

Equipment: Built-in repair tools (counts as a tool kit and
an emergency repair kit that can be used once per session),
comlink, retractable manipulators.

can shrug off nearly anything short of an anti-armor missile
or a direct hit from a turbolaser. Each AT-ACT is fitted with a
pair of high-output heavy lasers for defense and, in a :g_im;m
light anti-vehicle support. '

Vehicle Type/Model: Heavy Walker/AT-ACT
Manufacturer: Kuat Drive Yards.
Sensor Range: Short.
Crew: One pilot, on it
Encumbrance Capacit?-'SGG)
Passenger Capacity: E._@.




Patrol Walker/AT-DP.
rive Yards

Vehicle Type/Model:
Manufacturer: Kuat |
Sensor Range‘ Short
Crew: One
Encumbrance Capacity: |

Passenger Capacity: 0

Price/Rarity: 50,000 credits (R)/7

Customization Hard Points: 2

Weapons: Forward-mounted heavy laser cannon (Fire Arc
Forward; Damage 6; Critical 3; Range [Short]).

TRACKED AND
WHEELED VEHICLES

While speeders and other repulsorlift vehicles have been the
standard for personal transport in the galaxy for untold cen-
turies now, tracked and wheeled vehicles are still produced
here and Lhere for specialty purposes. Wheeled and tracked
vehicles are neither as complicated as walkers nor as main

stenance intensive as speeders, and are typically found in
fhilitary, agricultural, and industrial roles,

1oL, one aunnet
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Vehicle Type/Model: Tank/TX-225 GAVw Combat Assault Tank
Manufacturer: Rothana Heavy Engineering
Sensor Range: Close
Crew: One vehicle commander,
Encumbrance Capacity: 35
Passenger Capacity:0
Price/Rarity: 45,000 credits (R)/6
Customlzatlon Hard Points: 2
Weapons: Two sponson-mounted elevating o
medium laser cannons (Fire Arc Forward
6; Critical 3; Range [Close]; Linked 1)
Forward-mounted twin light bl:
(Fire Arc Forward; Damage 4: Critical 4: Range
[Close]; Linked 1)
A dorsal pintle-mounted Lght
blaster can also be installed—this Wes
on uses personal scale .
etary scale (Fire Arc A
I: Critical 3; Range (Lo
Auto-fire, Pierge 1)

one driver, one gunner




AUZITUCK-CLASS GUNSHIP

Engineering Works, a

Nipyard on the Wookiee

VK. the Auzituck-class gun-

e of Wookiee engineering.

I and interdiction, rhes:e

ly put to use chasing down and

1§ slavers who prey on Wookiees in and

RashyyyK's system. Like most gunships, the
3ss ["Auzituck” translates roughly as “liberated

h well above its weight class. It has a two-position
cockpit that houses the pilot in the upper position
co-pilot/gunner in the lower forward pasition, Aft
it is room for up to eight individuals on wall-
benches for hauling troops or beings rescued from
Two powerful ion drives are mounted outboard on
ng pylons fitted to the aft dorsal section of the hull,
nale boarding hatch is mounted aft.

le as both a patrol boat and antislaver vessel, the

‘lass carries a respectable weapons loadout. Two

i medium laser cannons are mounted on either
the hull beneath the gunner’s canopy, a dorsal turret
in medium ion cannons, and a single-tube concus-
e launcher is mounted beneath the vessel's chinin
housing. These weapons give the Auzituck-class
good lity and the ability to easily disable or destroy
the kin hips typically used by pirates and slavers, espe-
cially when working in groups. Their thick armor and high-
output shield generators can shrug off quite a bit of damage,
znd their sturdy build and redundant systems make them

ncredibly hard to disable.

Hull Type/Model: Gunship/Auzituck-class.

Manufacturer: Appazanna Engineering Works.
Hyperdrive; Frmary Class 2, Backup: Class 12
Navicomputer: (¢

Sensor Range: Short

WOooK] is a relatively fast, well-armored, heavily-
2| with a narrow profile, big engines, and an abil-

Ship’s Complement: One pilot, one co-pilo

Encumbrance Capacity: 10 ' ' = "

Passenger Capacity: 8.

Consumables: One month.

Price/Rarity: 95,000 credits/ 7.

Customization Hard Points: 5.

Weapons: Dorsal twin medium laser cannon (Fire Arc For-

ward; Damage 6; Critical 3; Range [Close]; Linked 1)
Pod-mounted twin medium laser cannons [Fire Arc For

ward and Starboard or Forward and Port; Damage 6; Critical

3: Range [Closel; Linked 1].

DELTA-CLASS T-3C SHUTTLE

The Sienar Delta-class T-3c is a heavily armed command
shuttle used by high-ranking Imperial officers.and other val
ued officials. Related to the lighter and more common Lamb-
da-class shuttle, the T-3¢ is a big, lumbering shuttle designe
to carry VIPs and sensitive cargo safely into combat zones. It
has a stark and angular hull divided into two decks, a single

vertical stabilizer, and two long folding wings similar to those 3
on other Cygnus and Sjenar shutties to provide stability m .
atmosphere. The shuttle’s upper deck houses the cockpit, 'q

4 small and well-appointed passenger Compartment, g

a pair of private Staterooms The lower deck 1§ a Secue

PLAYER OPTIONS



KST-100 Kgg
LIGHT EXECUTIVE TRANSpqp

Hull Type/Model: Shu ft/Delta-cla el Beng el laain CENEOF CEC S por
Manufacturer: > : : S A

Hyperdrive: iry: Class 1, Backup: Class 10 e

Navicomputer: Ye: Mleled Fald of
Sensor Range: Shorl e
Ship’s Complement: One |

Encumbrance Capacity: 25! It passengers)

Passenger Capacity: 5! he main hull
Consumables: Three months

Price/Rarity: 160,000 credits (R)/6
Customization Hard Points: 2
Weapons: Forward

ISer ca

Junted heavy
laser cannons (Fire

Arc Forward; Damage
6, Critical 3: Range
|Shert]; Linked 2),

thousand hulls
and governmental transg
wealthy individuals. A small
inte the hands of smugglers
trade in small, valuable, sensitiy
no-questions-asked transport s

‘anno e

SILHOUETTE HANDLING

Hull Type/Model: Light Frei
Manufacturer: Corellian Engine
Hyperdrive: Primary: Cla
Navicomputer: Yes
Sensor Range: Short
Ship’s Complement: One pilot, one co-pilot
Encumbrance Capacity: 70
Passenger Capacity: 4
Consumables: Two months.
Price/Rarity: 120,000 credits/7
Customization Hard Points: 4
Weapons: Forward-mounted ligh
nons (Fire Arc Forward; Dam
Range [Close]; Linked 1)

3, Backup: Class 1-

TRE|
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PROTOTYPE-BE

A second,
3 gunner,
s weapon systems. Four mas-
nounts of thrust and give
hile a finely
( wandful of maneuvering
urprising amount of agility.

COCKDIL NOLSE

» speed, w

generator

the big hghter a s

t just how much firepower he could fit
itonary new fighter, Quarrie jammed as many

stems into the Blade Wing as he could find. Auto
calibers of laser cannons, and
5 pair of ordnance launchers salvaged from a Skipray patrol
ke up the ship's primary weapons loadout. Not

onte th this, Quarrie has designed a unique fire-linking

draws power from all weapon systems—along

hields, engines, and numerous other systems by

) create an ersatz energy weapon he calls the
composite laser weapon, or CLW, Although wildly unstable
and profe to knocking half the ship's systems offline when
used. the CLW provides the Blade Wing with a weapon equal
turbolaser in power and armor-piercing capabili-

ter on cannons, various

to a lgnl

ties Using the CLW is always a risk, and it was deleted from
the B

wing before that ship went into production.

BT THRESHD

Hull Type/Model: Starfighter/Prototype BE.
Manufacturer: Hand-bullt prototype.

Hyperdrive: Primary: Class 3, Backup: None.
Navicomputer: Yes

Sensor Range: Close

Ship’s Complement: One pilot, one gunner.
Encumbrance Capacity: 10.

Passenger Capacity: .

Consumables: One day

Price/Rarity: Unique, not for sale.
Customization Hard Points: |

Weapons: Fing' A8 Eoramil

fire, Linked 1) P

Fire Arc Forward:

her (Fire Arc For

tl); Blast 6, Breach

Firing 1),
: annon  (Fire Arc Forward:
! Closel: lon)

VEADOD Fire Ar Forw ard: deag( 10:

Short]; Breach 3, Slow- -Firing 2, Vicious 3)
TIE/MG
MINING

GUILD
STARFIGHTER

Thanks to its close working
relationship with the Empire,
the Mining Guild is one of the
few non-lmperial organizations
that are permitted to operate TIE-
series starfighters. Known unof-
ficially as TIE/mgs, Mining Guild
TIEs are surplus TIE/In starfight-
ers purchased in bulk from the
Imperial Navy and modified
by Mining Guild shipwrights.
They are deployed to Mining
Guild sites all across the galaxy and provide protection agalnst
thieves, pirates, and resistance saboteurs.

Painted in the Guild's yellow-and-black livery, these. "llﬁ
fighters are a common sight around mining facilities. Their :
most obvious modification is the removal of the forward
two panels of each of the fighter's solar arrays. While this
greatly improves pilot visibility, it noticeably reduces speed
and power. Additionally, these fighters are equipped with
upgraded life-support systems to allow Mining Guild pilots
to fly without bulky TIE-style flight suits. While Guild pilots
are not as highly trained or skilled as Imperial Navy pilots,
they still use their secondhand TIE fighters to great effect.

Hull Type/Model: Starfighter/TIE-series.
Manufacturer: Sienar Fleet Systems.

Hyperdrive: None.

Navicomputer: None.

Sensor Range: Close.

Ship’s Complement: One pilot.

Encumbrance Capacity: 2.

Passenger Capacity: 0.

Consumables: One day.

Price/Rarity: 40,000 credits (R)/6.

Customization Hard Points: 0.

Weapons: Forward-mounted light laser cannons (Fire Arc
Forward: Damage 5; Critical 3; Range [Close}, Linked 1).

PLAYER OPTIONS




TIE/SK STRIKER MULTI-ROLE FIGHTER

The TIE/sk is a rarity among the many TIE-serles fight-
;r& Designed from the ground up as an air superiority

ghter, the Striker is optimized to fly and fight in atmo-
sphere. Somewhat larger and faster than a TIE/In, It is
still roughly on par in both speed and firepower with that
starfighter. The Striker fills a number of roles—dogfighter,
interdiction, and ground attack—and does so extremely
well. Striker squadrons are typically deployed to important
Imperial planetary facilities and operate alongside other
TIE squadrons.

The design of the TIE/sk is as much of a departure from
the rest of the TIE series as its intended role. Instead of the
usual spherical fuselage, the Striker features an elongated,
Ioz_enge-shaped fuselage equipped with advanced avionics,
a life-support system, a low-yield shield generator, and a
small space that can hold small cargoes or a single pas-
senger. Two variable-geometry S-foils, similar in shape to
tl'mse found on the TIE/in, are mounted to the fighter and
give it its distinctive silhouette. Depending on flight condi-
tions and angle of attack, the S-foils automatically position
themselves to maximize performance. Standard weapon
loadout consists of linked heavy blaster cannons and a pair

m cannons, These can be augm
mbs or versatile flex-warhe

Hull Type/Model: starfighter/TIE series,

Manufacturer: Sienar Fleet Systems.

Hyperdrive: None.

Navicomputer: None.

sensor Range: Close.

Ship's Complement: One pllot, one gunner/bombadier,

Encumbrance Capacity: 4.,

Passenger Capacity: 0.

Consumables: One day.

Price/Rarity: 50,000 credits (R)/6.

Customization Hard Points: 0.

Weapons: Twin forward-mounted light laser cannon (Fire

Arc Forward; Damage 5; Critical 3; Range [Close]; Linked 1
Hull and wingtip-mounted heavy blaster cannons (Fire

Arc Forward; Damage 5; Critical 4; Range [Close]; Linked 3),

ADDITIONAL RULES

Optimized for Atmosphere: While in space, the handling
of the TIE/sk switches to (+ 0) and speed to (4).

~ Multi-Role Fighter: The TIE/sk can also be fitted

mbs in a ground assault role fre

a 're




UT-60D U-WING TROOP TRANSPDRT

s\l | o1 ‘..' e -i‘_'liqulm altack
irk \ f Y BOvemments and private mili

. l..:\. i oA _I-\. i starhghter and a dropship,

. D, also called ¢ U-wing. was aesigned to carry
& o nite ‘. Lol \-':.5:'-_1! Ones quickly and sately, then
take 10 the air again and provide air SUPport and instant
- nwhen needed. It has a squared-off hull that con
S @ wo-seal cockpit and a ventral passenger (:nnm({rl-

nt big enough for a fully Cquipped squ ) |

ad of soldiers, Two
ong and slender variable-geometry § foils run the length of
e ship on the port and starboard sides, providing lift and
naneuverability while in atmosphere. At the aft of the ship,
four Incom MK VI fusial thrust engines mounted in outboard

nacelles provide more than enough power for getting in and
out of hot landing zones

The laser cannons on U-wings give these ships a powerful
punch and good versatility for both shooting their way in
and out of landing zones and providing air support to ground
troops. U-wings are lightly armored, as they rely more on
speed and maneuverability for survival than on bulky armor,
b'uI their high-output shield generator provides very good
protection against small arms and light anti-aircraft ord-
nance. Troops are loaded and deployed via port and star-
board sliding doors, with a dedicated door gunner using a
hard-mounted weapon to provide cover. Rebels have liber-
ated a handful of these extremely useful ships from a sym-
pathetic arms dealer and have been using them to wonderful
effect ever since.

Hull Type/Model: Troop Transport/UT-60D.
Manufacturer: Incom Corporation.

Hypemrive Primary: Class 2, Backup: Class 10.
Navicomputer: Yes.

Sensor Range: Close. san "
Ship’s Complement: Orie pilot, one co-pilot, two door gunners.

ZETA-CLASS HEAVY CARGO 'ﬂw B

Awkward and unlovely, the
short-haul he
highly

Zetaclass was deslgned a5 a

avy lifter capable of carrying large cargoes In

Secure holds, It has a broad, flat. rectangular hull with

4 heavily armored, lorward-mounted flight deck. Four long,

angular S-foils are mounted port and starbeard, two ta a

side, 1o give the heayy vessel additional lift and stability in

atmosphere. The interior cargo hold is modular and can be
configured to carry nearly any sort of materiel needed by
the Imperial military. When sealed, the modular cargo hold
I5 shielded against scanners and separated from the ship's
onboard networks, an excellent feature for delicate or top
secret cargoes, These vessels also feature a series of ventral-
mounted cargo clamps that can carry containerized cargo.
These containers can be dropped onto targets while the ship
15 still moving; many supply or delivery missions are carried
out simply by flying by the landing zone, slowing down to
drop the containers, and then flying away to safety,

While ostensibly a non-combat vessel, the Zeta-class A ;
Is remarkably heavily armed and armored. A trio of hull- ]
mounted medium lasers makes up the ship's primary arma-
ment. These are backed up by four fire-linked light lasers
mounted in the forward pair of S-foils. The ship’s armor is e
both thick and angled in such a way as to deflect energy e
blasts, projectiles, and shrapnel. The powerful weapons Y -
loadout and sturdy armor more than make up for the shut- .'
tles” slow speed and poor handling, allowing goo cmﬁ? "_1.13 . "
shrug off or blast through most opposition. L Flart

Y

Since the Zeta-class is relatively new, ve!yfew are cur-
rently in service with the Imperial®Navy. Those that
quickly proven their worth, and most have been

Hull Type/Model: Cargo Shuttle/Zeta-
Manufacturer: Telgorn Corporation.

Hyperdrive: Primary: Class 3, Backup: C
Navicomputer: Yes. L
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ARQUITENS-CLASS LIGHT CRU ISER

5 the Imperial light cruiser,

Imperial Nay

Descended

S pre

aht multipurpose cruiser

res little aside from a ciass
I| shape with its predeces-
[ : service-life extension programi,
i Imperial Navy recalled all of the old
rens-class ships still on duty to the dry docks at Kuat
There, the ships were given an extensive over-
ing their speed, agility, combat ability, power
nd other systems to bring them more in line with
erial Navy's order of battle. When the new Arquitens-
were brought into the Navy officially, they were
er, and sieeker; hit harder; and could withstand
ment. Most of this first generation of Arquitens-
was scrapped some time ago, victims of attrition,
1e march of technology. The ships currently in ser-
! the Imperial Navy are all newly built vessels with
cuttin ystems; they are considered a variant of the

S starsnip

In the Imperial Navy's order of battle, Arquitens vessels
fill a number of roles. Typically, they are stationed at out-
of-the-way Imperial worlds to keep the peace and protect
Imperial assets. They are also often sent on detached service
throughout the Outer Rim, given to trustworthy captains to
cruise Imperial space for pirates, resistance vessels, and oth-
er dangerous malcontents. These fast and useful cruisers are
also found as support ships in larger battlegroups headed by
Star Destroyers, battle cruisers, or dreadnoughts. A handful
of these useful vessels have even been fitted for electronic
warfare, reconnaissance, and armed transport.

Arquitens-class cruisers have a broad, flat, kite-shaped
hull with three powerful main engines mounted aft in a hori-
zontal housing. They have a ship docking ring at the port and
starboard points of the hull, and a squat, rectangular bridge
tower mounted just forward of the engines. The forward third
of the ship’s hull is split into two spars, between which lies
the small craft launch and recovery systems that house the
vessel’s small supply of fighters and shuttles, Two large tur-
poaser batlenes dominate the dorsal side of the hull, and
ey are malched by another pair on the ventral side, These
patienes, along with smaller laser batterles and ordnance
puncters, gye the Argultens-class axcollent offensive and
Aateniyye Capainiieg

Hull Type/Model: Lignt Cruiser/Arguitens-class.
Manufacturer: Kuat Drive Yards.

Hyperdrive: Primary: Class 2, Backup: Class 12.
Navicomputer: Yes.

Sensor Range: Medium.

Ship’s Complement: 750 officers, enlisted crew, and pilots
Starfighter Complement: Three TIE-series fighters, twe
TIE-series bombers, or one Sentinel-class landing craft.
Vehicle Complement: Assorted landspeeders, small shut-
tles, and ship’s boats.

Encumbrance Capacity: 1,200

Passenger Capacity: 100

Consumables: Three months.

Price/Rarity: 5,000,000 credits (R)/5.

Customization Hard Points: 2.

Weapons: Two dorsal and two ventral turret-mounted twi
light turbolaser batteries (Fire Arc All; Damage 9: Critical 3:
Range [Medium|; Breach 2, Linked 1, Slow-Firing 1)

Four port and four starboard quad laser batteries (Fre
Arc Port or Starboard; Damage 5: Critical 3; Range [Closel
Accurate |, Linked 3).

Four forward-mounted concussion missite faunchers (Fre
Arc Forward; Damage 6; Critical 3: Range |Short]: Blast 4
Breach 4, Guided 3, Slow Firing 1),
 Forward-maunted medium tractor beam emitter (Fre A
Forward; Damage -; Critical - Range [Short); Tractoy 4)




HAMMERHEAD-CLASS CORVETTE

e ransport Hammerhead

rmarkably hoavily
1A role. they carry sturcy
1 (
o dangt 0l

O maimtam and

GRAVITY LOCKS

hese hovering, slablike devices are the latest

attempts to thwart any would-be ship thieves,
They are a recent Imperial invention, and can be
found on most major planetary docking bays and
shipyards as a response to growing resistance
missions to acquire Imperial vessels, Once firmly
clamped onto each leg of a ship's landing gear,
gravity locks use tractor beam technology to
ensure a ship cannot take off, Their tough construc-
tion also means they are almost impossible to forc-
ibly remove or even destroy without using weapons
that will likely damage the ship itself,

A single gravity lock costs 7,400 credits (rarity 6),
It has a silhouette of 3 and encumbrance of 14,
and counts as having a soak value of 15 and a
wound threshold of 10, If attacked, & & or ¥ may
be spent to Inflict half of the damage it suffers onto
a ship to which it has been attached, Entering the
unique key code created when the lock is installed
Is the usual manner to deactivate the device, but it
can be dismantled in a laborious process requiring

{ v ecunaancles
ficiency. While they

Waay, hese sturay vessels have

an upgraded Formidable (O © $ O ) Mechan-
ics check and eight hours of hard work. If the char-
acter has direct knowledge of a gravity lock's inner
workings, the check is not upgraded and the pro-
cess takes half the time.,

ind reliabiity not
Most nota
i collisions have [ash
105 performing
ships, While

vio | o TTan
Vi jarcect meallty

WET more advancea ships

i Hammerhe deliberale rams

Weapons: Forward-mounted heavy laser cannons (Firé Ar
Forward: Damage 6; Critical 3; Range [Short]; Linked 1]

ollen acts ol desperation,

1 lmperi: ssel 1o dise i | ' . =
i Imperiat vessel 1o disen Dorsal turret-mounted twin light turbolaser battery (Fire

Arc All: Damage 9; Critical 3, Range [Medium|; Breach 2.
Linked 1, Slow-Firing 1)

mbat and allow resistance ships Lo escape

rhead-class ships still in operation are in the

mall, private shipping concerns that use them in
t-hop transport roles or as backup for newer

hips. Thanks to their easily upgradable systems

eir tough hulls, a few have found their way into pirate
ling fleets, where they are highly modified with
werful weapons and better cargo-handling systems.
ored that the resistance has acquired a handful of
hips and is using them to deal surprising damage Lo

ADDITIONAL RULES

Designed to Ram: When a Hammerhead makes a head-on
impact, this is always treated as a minor collision for this ves
sel and so subtracts 30 from the roll to resolve its Critical Hit.
The enemy vessel always treats this as a major collision and

also adds 30 to its roll to resolve its own Critical Hit

Hull Type/Model: Corvette/Hammerhead:class.
Manufacturer: Rendili StarDrive.
Hyperdrive: Primary: Class 3, Backup: Class
Navicomputer: Yes.

Sensor Range: Medium,

Shig's Complement: 55 officers and enli
Encumbrance Capacity: 2,000 ‘
Pavsenger Capacity: | 25,

PLAYER OPTIONS
DAWN OF REMELLION






r Wiars setting is one of thrilling adventure, grand
§ics, and chilling villains. Roleplaying games should
e be the same, and allow the players to collectively
\ their own tales of daring characters against impos-
and tools for running games that can lead to these kinds of
wse to establish their own unique part of Star Wars history.
Oumajormewmﬁbgmdmceoncmfﬁng cam-
Wmmﬂnhﬂwmwﬂnttelevisionshw-rs
ﬁcmmmatsmatnmacmssaseas?n.mts
indudes fips on pacing game Sessions, developing plot
ﬁuﬂmﬂlegmdmalesasmeadmmﬂm
dummasoasmelead-inmmenext.

Sllion! Save the dream!”

— Saw Gerrera

The chapter also includes advice on managing antago-
nists in Star Wars games. These NPCs should always be
powerful individuals, but they also need to be fun oppo-
nents for the players to face across multiple sessions and
even multiple campaigns. Here GMs gain support for creat-
ing, running, and advancing antagonists so that they are
always suitable challenges for the PCs.

As rebel cells feature heavily in Rebels, the chapter
closes out with advice for creating and running cell lead-
ers to interact with the PCs through their adventures. It
also features ideas for PC rewards when their cell members
perform the kind of spectacular deeds that are so iconic in
the Star Wars setting.

GAME MASTER SUPPORT “an
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STORY ARC DESIGN

elements that go into designing a good story

to the ones found in designing a narrative
f books or a television show. A story arc in a
v be compared to a single season of tele-
s context, each game session fills the same
> in the series. Using a television drama
work a central plot can develop over
ne sessions, A successful story arc can
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tell an even more epic tale.

\

ters’ Histories and personalities as @ core
sdds a collaborative feel that would not
can Im gn focused solely on the setting and
sgrate specifc characters, their spe-

, 2nd thelr histories give those players 3 chance 10
“CPIge in the personalities they have crafted. Adventures
- . . cter must be han-
(ee not completely overs hadow the
o knows the group’s play style € should
and desires

cular Player Char

Sersciiaiiies

STORY ARC MATHEMATICS

simple way to make certain that every Player

Character receives a fair amount of attention in
the campaign is to calculate the number of game
SEssions in the arc according to the number of play-
ers. At minimum, an arc should include two ses-
sions, one to introduce the storyline and a second
to c_onclude it. Additional scenarios are then added
to link each of the Player Characters to that arc.
A short campaign might include just a single ses-
sion devoted to each character. Normally, the mini-
mum number would be two for each character, plus
the introductory and concluding scenarios. If the
arc is intended to be longer, additional scenarios
could be added to offer the characters additional
focus sessions. The number added should always
be a multiple of the number of Player Characters,
so that each continues to receive a proportionate
number of focal adventures.

If there are four PCs, the entire arc in a short cam-
paign could be laid out like this:

‘Sessmn Primary Plot etnndary Plot

Story Arc Resolve previous arc

First PC Story Art

Stary Arc Second PC

Third PC

Story Arc Fourth PC

Second PC Story Arc

Story Arc First PC

Fourth PC Story Arc

Story Arc Third PC

Conclusion Hint at next arc

If desired, a longer arc can be broken down into
separate sub-campaigns. This approach has the
benefit of making it easier to adapt the campaign
if any of the PCs should die or if new players and
their characters are introduced. Each portion of the
revised story arc could end with some resolution,
but also with a cliffhanger to set up the next arc.
If the game group has a regular schedule of rotat-
ing Game Masters or if several of the players are
expected to depart at a hecific time, then timing
the conclusion of the story arc to rulfl[ldr’ with the
interruption could mimic a television season finale,
leaving the players excited and clamoring for the
next arc.

GAME MASTER SUPPORY
DAWN OF RERELLION




Given this goal, many game sessions within a <tor VA

explicitly geared toward developing the arc’s central plot
but others focus on developing the characters as well, In fact
by alternating between a central focus on the chara Lers and
a-central focus on the story, the storv ar gradually explores
a.central plot while also revealing the history of the SPecii
selting and the campaign's Plaver Characters In part, this

works by including two key elements in each game session
4 pnmary plol and a secondary plot

Ineach story arc, all of the Plaver Characters receive at
least one primary plot to focuson their development, as well
a5 one secondary plot. During those scenarios in which a
Character receives a secondary plot, the primary plot should
be devoted to developing the story arc's central narrative.
The reverse is true as well: for those game sessions in which
the central plot advances a character's narrative, the charac-
ter's secondary plot should deal with the story arc's central
themes. The primary and the secondary plot do not have
to be tightly interlinked, but they can be. Conversely, the
Iwo plots must never directly interfere with one another. A
secondary plot may complement a session’s primary focus
or be largely unrelated, but it must not prevent the central
objectives from being fulfilled.

In practical terms, this approach requires the length of the
story arc to depend upon the number of players in the cam-
paign. It also assumes that the same group of players is con-
sistently available. If particular players are known to regu-
larly miss games, then the design can be problematic, as it is
hard to run a session focused on a Player Character whose
player is absent. Under these circumstances, it could be nec-
€ssary to alter the campaign stricture based upon player
availability, or to consider not having game sessions devoted
specifically to those characters.

EXAMPLE—PART 2

Tom decides that the first story arc shoul
an Imperial Governor who enacts a new set a¢
fling taxes on a beleaguered population, After
thought, he chooses the planet Garel in thy
Rim as the location, He decides that the com
of a resistance movement base and Imperial cor
could provide a good contrast, as well as Justificatio,
for a range of opponents. For the first story are, he
decides that the primary opponent will be a ranking
member of the ISB who is focused on identifying anq
eliminating the suspected base. Tom also decides

the villain will bring in an Inquisitor if any of his play-
ers choose to play a Force wielder. Tom chooses to
have the first scenario involve the PCs traveling to
Garel to make contact with the Rebel base. |n the
course of their investigation, he plans to introduce
the dense security in the planet's capital (Gare| City)
as well as to hint at the difficult living conditions for
most of Garel's citizens. 5

Once the campaign’s core concept |s in place, planni
out the rest becomes a matter of customizing later adyen.
tures to fit the Player Characters as well as the story arc, An
important element at this stage Is considering the order in
which the PCs receive their focus game sessions. Ideatty,
characters who receive a primary storyline early should not
receive their secondary storyline until later, and vice versa.
This provides the players an opportunity to each develop
their character's backstory and to share in the focu
relatively early stage in the story arc. With a group of
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players, each Player Character should have received at jeat

a secondary plot by the end of the sixth game session. =




EXAMPLE—PART 4

Tom tentatively sketches out the campaign events that
play the focus role of game sessions one. three, five,
seven, nine, and ten. These are the game sessions
that focus primarily upon the campaign’s story arc. He
knows that the first session should introduce the char-
acters to the planet Garel. He decides that the session
can begin in Garel City with a briefing about the planet
and a chance for the Player Characters to meet key
NPCs. It concludes with the PCs joining the resistance
forces on Garel, experiencing the world’s chaotic envi-
rons firsthand, and skirmishing with the Imperials.

The third session reveals the ISB agent who is the pri-
mary antagonist. Tom plans to keep the PCs relatively
distant from the agent. so that they don't immediate-
ly eliminate the foe. Instead, the PCs learn about her
actions when the agent takes another rebel fighter on
the planet prisoner. Tom tentatively decides that the
plot could focus upon a mission to rescue the impris-
oned ally, infiltrating an Imperial security center in
the process. As this is Juan's secondary plot episode,
Tom decides to design the outpost in such a way that
a Technician would have ample opportunity to exploit
its security,

Tom decides that the campaign should be well in
stride by the fifth session, so he wants to introduce
some complications. In this adventure, a high-ranking
Imperial minister visits Garel as part of an inspec-
tion tour. Rebel forces believe that embarrassing the
focal authorities during the visit could be inspirational
for the planet’s citizens, potentially drawing out new
allies. However, the Imperials increase security at the
same time, making the atmosphere more tense. Emi's
Spy should have an opportunity to work behind Impe-
rial lines during the visit, because it is her secondary
plot adventure.

By the seventh episode, the Player Characters should

b well aware of the story arc’s direction and have a
“0lid feel for their characters' histories, personalities,
and interactions, Tom decides that this is a good point
1 start building toward a conclusion, and he wants to
feveal new insights about the Imperial authorities on

EXAMPLE—PART & (CONTINUED)

Garel. He decides that this could be 2 good opportuy-
ity to introduce the Inquisitorius into the campaign.
Consequently, he reveais that a young Rodian is being
held in an Imperial prison awaiting offworid transport
due to suspicion that the Rodian is 3 Force user.
An Inquisitor is slated to visit the world specifically
1o retrieve the prisoner. As this is 2 secondary plot
episode for Bill's Seeker, Tom decides to hint at the
threat this new foe could pose to any Force wielder
on Garel

The ninth episode is the final story arc focus, and

it must lead into the conclusion. Tom has created a

number of links to the different characters as well as

o minor NPCs. He decides that this episode will focus

on linking all of the different elements together. The

tenth episode will include 3 big showdown with the

ISB agent and the Inquisitor, but this ninth one reveals
the Imperial plans to turn Garel into little more than a
world of forced Iaborers. The characters discover that
the increased taxes are Just a step toward placing
2ll of the world's citizens deeply in debt to the local
government. The scenario should include a chanice for
the PCs to spread the word to local citizens about this
major shift, and to call for open revolution. This is the
secondary plot episode for Kzlina's Wookiee, so Tom
decides to design encounters that present a strong
opportunity for direct combat.

The amount of research established at an early siage can
vary based upon the Game Master's preferences. It is abso-
lutely vital to have a strong idea of the arc’s direction prior 1o
plotting out the campaign. However, it is not always neces-
sary to have fleshed out all of the detzils of each individual
session. Often, sketching out the general themes can be per-
fectly adequate. As the characters—both PCs and NPCs—
develop and the game comes to life, it can be more effec-
tive to revise or fill in detail on the later game sessions then,
so that they reflect the new developments. Time spent fully
detailing these materials earlier might limit the campaign or
send it in directions that seem less appropriate once later
developments arise.

The most effective approach for the Game Master is ta
create 3 detailed outline of each episode at the campaign
design stage, but to wait to flesh out those outlines until the
times between game sessions. For the Game Master using
this approach, the story arc can easily be revised'as the
campaign continues to develop but will still remain true to
its original vision. This also has the benefit of creating less
work for the Game Master at the initial stages of campaign
design. While it is vital to have a solid group of NPCs and
setting information on hand for the first game session; it is
less important to have material that is not needed until the
sixth or seventh session. By deferring that work until later.
miore time can be spent to carefully craft the encounters and
characters that will launch the campaign with a bang,
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Note that as the Player Characters develop and improve,
S0 should the NPC opponents who survive a confrontation
with them. After all, those characters are certain to have
earned experience, too, in the course of their battles with
the PCs. If the master villain has a lieutenant who is a mean-
ingful antagonist in that NPC’s own right, it can be appropri
ate for that NPC to gain additional skills and talents between
scenarios as well. This need not apply to routine minions, but
certainly any nemeses and some rivals can have the oppor
tunity to develop. The Antagonist Development section
starting on page 138 has more concerning this aspect of
campaign management.

FOLLOWING STORY ARCS

A great idea can stretch out into years of campaigning.
Plotting out that entire great idea, unfortunately, requires
an astronomical amount of time and devotion. At an early
stage, it is often more effective to focus only on the first por-
tion. Otherwise, the job can spiral and become unwieldy. For
many people, that sort of task can be started with tremen-
dous enthusiasm, but as excitement wanes, the project is all
too often abandoned.

A great way to offset this problem is to break the huge
project down into manageable portions. Just as a game ses-
sion can be broken down into scenes, a campaign can be
divided into distinct story arcs. A GM whose vision encom-
passes multiple arcs can be well prepared to develop it.
However, it is often more effective to write just the first arc,
or even just the first few scenarios of the first arc, rather than
the entire campaign. This way, as the characters and setting
take life, there is less to modify in the later adventures.

Thorough notes on the initial vision ease the process.
Without them, it is easy to forget a concept that seemed bril-
liant during the early stages of development. A single com-
puter file or a notebook for scrawling ideas can be a terrific
asset at every stage. By referring to and updating this record
frequently, a Game Master can gradually develop the entire
campaign, building upon the work that has come before.
This can help to keep the campaign fresh and consistent.
Depending on memory and vision to carry the day can lead
to forgetting a critical element,

BRANCHES

As a story arc develops, the actions of the Player Charac-
ters and the success o failure of the NPCs affect the strate-
gies both sides use. This can transform the plot and goals of
later adventures as well as the campaign’s overall focus. [t
might determine whether the Player Characters are on the
offensive against a foe who is flagging. or whether they must
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cific way if the PCs are successful, The Story arc might culm.

nate soon after the heroic fighters prevent 3 critical step jn

the villain's plan from coming to fruition, for instance Br_:,-}fe_

hand, through a series of missions, the characters would

learn more about their enemy. Even after the opponent fails

to achieve specific goals, in later missions the PCs might rec-

ognize that their enemy is attempting alternative routes to
achieve a similar outcome.

EXAMPLE—PART 5

Later in Tom's campaign, the characters manage to free
a camp of Twi'lek prisoners who were to labor in the
mines, extracting critical fuel for export to the Imperial
Navy. In light of this production setback, Tom decides
that the Imperial Governor needs to find another :
source for the fuel in order to meet his export require-
ments. Further adventures might deal with a severe
rationing crisis on the world as local citizens begin to
have increasingly restricted access to fuel. Had the PCs
failed to free the prisoners, the Imperial mining opera-
tion would have continued as planned: a later adven-
ture might have included the arrival of new Imperial
transports awarded to the governor as recognition for
maintaining a high level of fuel exports.

PRUNING THE TREE

Depending on how Game Masters choose to design thelr
story arc and on how well they know their players, the num
ber of branches can vary significantly. In some cases. due 10
a combination of triumphs and failures, a branch may lead
back to the most likely course of events. In other instances.
a branched campaign can run more quickly than expected.
particularly if the PCs are extremely effective In the ey
stages of the story arc. A Game Master who encounters S
problem may need to adjust overall plans for the arc. The
introduction of alternative villains could provide a solution ¥
this issue. Either the prior villain's master could take chart:
or a lieutenant might attempt to advance the
Otherwise, a shortened campaign could result

ok
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ANTAGONIST DEVELOPMENT

m emorable antagonists, enemies, and opponents are

essential to good storytelling and adventures They are
espedially impartant for long adventures and campaigns. An
interesting and challenging antagonist or villain can drive
an entire series of adventures and motivate the players to
advance the plot with their own plans to defeat their enemy.
Developing the antagonist character as the story evolves gives
the character more depth and interest, not to mention the
potential to generate surprises and plot twists along the way.
Antagonist development is part planning ahead and part reac-
tion to the Player Characters and the story as it unfolds. This
section provides guidance for developing key antagonists as
the story progresses.

ANTAGONIST CREATION

Each antagonist starts with a specific basic concept that
exemplifies its importance and place in the story. The con-
cept can begin easily with well-known NPCs such as an
Imperial agent, a would-be Sith apprentice, or the classic
Hutt crime lord. Exactly what kind of antagonist is required
depends on the story the Game Master wants to tell and the
Player Character group.

Antagonists, like all major characters, are best when mul-
tifaceted. An antagonist needs a history, goals, motivations,

enemies, and allies. Significant details about the character's
abilities and life so far can factor into the antagonist’s devel-

opment. These might or might not include iconic aptitudes
and appearance. Th_e-'.GM-s_h:ould;always_ feel free to invent
new a ] _ y. the GM will improve an
during a campaign so

Making a list ahead of time alse gives the G
something to refer to as the story changes, Som
may drop off when they no longer make sense
may be altered or enhanced by new cirr,umstal
helps keep the central idea of the character g
it might otherwise become overwhelmed or o
changing stories.
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ANTAGONIST Goayg

Every antagonist has at least one major goal, along it
several lesser ones. One s always to hinder or SLOp Player
Characters from achieving their own goals. Stopping the PCs
might not be the antagonist's initial primary goal, theu:gh'
It may become so (at least temporarily) as the PCs disrupt
more of the villain's plans, i

The GM should make a list of major and lesser goals. |t
need not be very long or detailed to start. |t should con.
tain the character’s prime motivation and indicate how that
motivation conflicts with the PCs' efforts, Major goals take
many steps to achieve. The Player Characters should get the
opportunity to hinder or stop sig‘niﬁcantfa_dvancement They
should also get an opportunity to learn about future steps
in the process and use that knowledge to their advantage to
.gain the upper hand. E

The GM should also think about how far an antagonist is

willing to go to achieve each goal. It is okay for the character




ANTAGONISTS, NOT EVIL

n htagonists should oppose the PCs, but this

e gﬁﬁn't ::cessarily mean they have to be clas-

3 ains, Man characters in the Star Wars uni-

LINKS TO OTHER NPCSs verse fit this bill?especially in how they might view
the Empire, Some, such as Saw Gerrera, want it

destroyed and don't care about the means so long

as that end is achieved, Others, like Cham Syndulla

or Fenn Rau, don't like the Empire but don't trust

the increasingly unified rebel fighters enough to
want to work with them.

For GMs, this means that antagonists should also
include NPCs who the PCs might encounter with
words instead of blasters. Such NPCs might be just
as dangerous and vexing as an Inquisitor or ISB
agent, but allow for interesting social encounters
to mix in with combat-oriented ones.

This also leaves the opportunity of antagonists
becoming allies, possibly as part of the final scene
(see page 141) where the PCs strive to convince
their foe to join their cause. Even once-loyal ser-

vants of the Empire might change allegiances and
join the Rebellion...
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Noticeable changes are

useful to convey the pas
sage of time or alterations to
the character's status or situ-
ation—new scars, cybernetic
limbs, and weapons are good
hings to consider here,

CMs  shouldn't forget to
advance the NPC's powers in
order to continue to pres-

ent a suitable challenge
for the PCs. No memo-
rable villain should be
static; each should

always be develop-
iNg new schemes,
finding new sources
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THE PLAYERS' DESIRED OPPONENT

nspiration for antagonist characters can cop,
from a wide variety of sources. Stories, arche
typal characters, history, and eve{yday life all cap
contribute elements to an antagonist. However, the
GM should not overlook player interests and ideas

for inspiration.

The GM can ask the players what kind of antag-
onist or villain they wish to encounter or try to
defeat. This often plays directly to the type of char-
acters or group created by the players. Force users
with lightsabers appreciate the opportunity tg
cross swords with similar opponents. Fringe char-
acters need employers and acquaintances who are
as much friend as foe to go along with their shady
lives. Rebel spies might want to face thejr Imperial
Intelligence counterparts. Any Player Characters
may want to try to redeem a former comrade or
estranged family member.

better just like the PCs do between encounters A dark side
antagonist wielding a new Force relic, for exan ple. could
launch several new adventures as the PCs strive to |
the relic's effects or search for similar items of their owr

u

Each encounter should have the potential to reveal ne
information about the antagonist It may not be much. by
it should keep the players guessing, let them slowly
a profile, and add to the suspense and intrigue. Str
balance between maintaining some mystery and c
information about the antagonist is important. Su y Is
easy for players to miss, so don't be afraid to use obvious
clues or state important elements outright.

MAJOR
CONFRONTATIONS

Planned major confrontations contain significant stor
or charac[er-ai[ering events. Villains on the le
Vader and Grand Moff Tarkin essentially demar
appeararnce is a major confrontation. After a maj
tation, something should be noticeably different. It could
affect only some of the Player Characters, or it could ch:

everything. Changes might include major injuries to PC
death or betrayal of a significant NPC (other
onist], or information that influences the PCs
or standing within an Organization or society at large

Major confrontations should ideally be primed with suf
prising revelations and plot twists. The PCs she
something significant, even if that thing is that the
IS somehow even more powerful than they expe
CM may want to stage the scene so that a reve
dled in a cinematic fashion to increase the drar
su_spense. If the revelation or piot twist is comp
might wish to Prepare some text to read aloud or parad
in order to AVold SKipping somethin
WIong impression
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UNEXPECTED ENDS

I n a roleplaying game, no scene ever goes entirely
as the Game Master anticipates. This means the
GM should always have a plan ready in case the
antagonist meets a premature end. Even though
defeating a major antagonist is cause for celebra-
tion, it may not resolve the story or campaign. A
good antagonist should have solid backup plans.
after all, which might include powerful aids ready
to carry on the antagonist’s plans. If the antago
nist was a high-ranking Imperial officer or power:
ful Inquisitor, it is quite probable that a replace
ment soon will be assigned, ready to carry on the
mission. If this is the case, the GM should ensure
that the loss of the villain Is still suitably rewarded
and celebrated, and take care that it doesn’'t make
future encounters anticlimactic.

Ideally, the PCs should have no clue that this vic
an the end of this campaigh This
s L0 appear later on
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CELL ORIGINS

The playvers first need 0 determine how the PCs become
nvolved with the rebel cell network While begsnmang the
campaizn with PCs who are 2iready cell members an De

2 fast solution, 3 more satsfying method can be 1o Siowly
introduce them to the widening Rebellion. The PCs could
become inspired to join the resisiance after sseing NPC
cell members in action, hearing rumors of cell activity on 3
planet they are visiting, or even meeting cell members who
approach the PCs of their own accord after hearing about
heroic deeds they performed in previous adventures. A0sS
multiple games, the GM could gradually drop hints that there
is a cell network in their area, perhaps by having the same
NPCs appear several times and sumreptitiously aid them on

occasion. Such NPCs might reveal that they have been ana-

lyzing various “good deeds’ the PCs have done to aid the
oppressed and that they have noticed the PCs” aciions taken
against the Empire As a result. the NPCs could say they have
decided 0 recmrtmePCsmhecomanmmbelm Ide-

themselves and with the GM what bro

ally, players wishing to form a rebel cell should ﬂmam'

ieaders ook for growDs that can ofer nevessary Supert S
thesr colll structure Desighing Gelibaate SIS N Sach amee
work that the P(s can 7l 710 52 2000 =eP0d A PCong,
maght instead &t well Sply becase & & Seiler &b 209
cighsts in postical subverson

SECRECY AND
COMMUNICATION

Security is critical for rebel cals, lost they Tind theensehes
crushed under 3 white-ammored hoot. As sech, makmg an-
@2ct with cell leaders should not be a smple Ik e Psme
cell. GMs shouid think of Clever methods of commumicsion s
cell leader might use o defeat Impetial spies. Whather (om-
MURIC3BON OCCWS Via Dieanmanged dead grops. enonoss
UENSTISSIONS, Or even coded Fies hidden o comman Srous.
rebel celis rarely communicate openly.

The communication method should mesh with the N
style of_npm?m a:td m M mm




mng their resources

ine, Game Masters should
ire neroes—and heroes

The PCs are

DYera e 0 UIoW up the Imperial dry dock They stumble

‘member to reward the hard-won victor es

S5 WIth more thar

st a pat on the back

e creaits. If cell m

nbers achieve excep
1€IF missions. it Is not

unreasonable to pro
vide a little extra that can aid then

ifically and not just

their cell as a whole

| SUIt

1 order In some cases

. e rewards can be tailored to their vic-

he the tory. Perhaps after a mission in which they capture several

ipable sport  crates of blasters for their cell, the PCs find a few choice spare

ed food suppli 15, Sen parts that will allow them to modify their weapons in ways
irba N criti they've mentioned in earlier sessions. Liberating a modified

city. As  freighter from an oppressive crime lord might allow the PCs
tactics to  to find a brand-new (and illegally modified) astromech droid
limitless  shut down and hidden in a smuggling compartment. Maybe
after providing food to an outpost that has been refused aid

by the Empire, a mysterious old hermit rewards them with a

CELL FUTU RES trinket wnh_ connections to the Force. The Alliance might not
formally exist yet depending on the campaign's timeframe, so

the Player Characters will see their stand PCs could each find their own unigue way to fight oppression,

rebel cell network grow, and enterprising Game \-vh;.-th@' l.rje_\f're_ a Mer:;enary, a Squadron Le;der. or an Ataru
ise this to provide them with new and interest. Striker. Tijn; means their rgwards caq be as unique as they are,
With its reputation on the rise, a cell can gain and not simply war materiel to continue the ongoing struggle.
ipport from its leader or even begin recruiting By the same token, rebel cells do not operate in a vacu-
for other cells. Most interestingly, members of — um. Many maintain communication with all kinds of allies
3 el might themselves become leaders who oversee one or ~ Who could have any number of resources that might interest
mbte additional cells or benefit the PCs. Perhaps while the PCs were out plant-
= L LT 1. ing incriminating evidence to discredit a local official ram-

Suddenly, the PCs are responsible for mare than just the

pantly abusing her power, they return to find that a team on
a different mission has recovered a cache of resources that
includes a piece of gear that would benefit them:

SUCCESS Of a single mission. They need to maintain the
SSecrecy and safety of their fellow cell members, gather
S Wiormation on Imperial activity, and prepare and some-
s limes help execute missions for the cells they over- The important thing to remember when providing cell
b see In becoming cell leaders themselves, they are rewards is that they should be tailored to the PCs’
fasked with more than just the goal of fighting individual goals and desires but should also dovetail
against the Empire—they become the ones with the GM's campaign plans. If the group is com-
¢ leading the fight and plan jtal stra- posed primarily of pupts focused_ on space
~ tegic goals—and if they | combat, then providing them with a light-
‘i saber kyber crystal randomly discovered
‘ in a crate of medical supplies doesn't fit
their desires or the narrative being
presented. The rewards the
GM provides to the PCs
should be hard won, use-
ful, and not too generous.
*all while fitting the overall tone
. andstyle of the campaign.
i
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mate power I1s ready to be unileas/

Adventure in the era of Star Wars Rebels and Rogue One: A Star Wars Story
with Dawn of ReseLLion! This sourceboo cexplores the beginnings of the Rebel
Alliance, and is fully compatible with the complete Star Wars r"(r;h-?p!r';.gu'!{?
game lines of Epce oF THE EMPIRE, AGE OF RegeLLION, and Force AND DEsTINY.

This supplemental rulebook includes:

* Expanded Player Character options including new species and universal
specializations such as Retired Clone Trooper and Force Adherent.

» Gazetteers for Atollon, Dathomir, Jedha, the Death Star, and more,

* Prominent characters of the era ranging from Princess Leia and rising
scoundrel Lando Calrissian to Grand Admiral Thrawn and Darth Vader.

» Newweaponry, gear, droids, and vehicles including the U-wing transport,
Director Krennic's shuttle, and Hera's famous ship, the Ghost.

GM guidance for running campaigns and developing antagonists, along
with new player rewards for successful missions against the Empire.

A special foreword by Rebels creator Dave Filoni!
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